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The ultimate magazine for 
hardcore gamers brings 
you the first solution to 
Blood Omen: Legacy of 
Kain featuring all you 
need to know to 
becoming a 
bloodsucking master. 

Dark Forces also 
receives the Solutions 
treatment with a full star 
destroying guide complete 
with maps. Everything you 
need to know about how to 
take your Monster Truck to 
the max is revealed including 
exclusive cheats, and this is 
only the tip of the iceberg. No 
other magazine can provide so 
much essential information to the 
real games player! 
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PlayStation 


The pen is mightier than the 
sword said old Shakespeare. 
Obviously never tried to take on 
a man in a bearskin and 
Claymore with his Bic then, 
he? Otherwise he wouldn't have 
been around long enough to 
write such twaddle. Come check 
out the the mightiest warriors 
(and the biggest weapons) ever 
to grace a home system. 


Next month _ 82 


Just bought yourself a 
new PlayStation, eh. Bit 
daunting, innit? There’s 
an awful lot of chaff out 
there but if you want 
sort the wheat, flip to 
our extensive beginners 


guide for getting complete satisfaction from 


















































The name’s Bond. Er, hang about, no it's not. It's 
Armstrong and I drink lager, me. None of that 
girlie wussbag stuff with umbrellas in it. And 
another thing... (snip - Ed) 


Clayfighten Extreme 23 


Become an arachnoid avenger for a day and 
experience the delights of walking upside down 
along the underside of a table. It’s fun, Fun, FUN! 


Dodgy plotline in basic lightgun game 
shocker! Well, okay, actually the coin-op 
was a bit special and the PlayStation version 
is coming on a treat. 
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Not content with making the transition from 
16-bit to 32-bit console, the Clayfighters have 
had to be Extreme about it. Jeez, what’s wrong 
with a simple ’2? 
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Arena Fighters _ IB 

The feet fly with fists in the world’s first (we 
think) true kick-boxing simulation. Real fighters, 
real moves, real nosebleeds! Well, almost 


Necrodome . 22 

Spacey shoot-’em-up driving game, a bit like 
Twisted Metal, sort of. Just read the preview, okay 



WCW us the World..20 

Fat blokes in leotards? Either we’re in Leipzig 
during a spicy sausage eating contest or the lads 
from the WCW are here! 
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Words 

from 

the 

Wise 

L ooking out of the 
window it's hard 
to believe that 
only a month or so 
ago there was fog, ice and 
massive pile-ups on the M42. 
Today the sun smiles lazily 
from behind a fluffy meringue 
cloud in an otherwise 
unblemished sky of dazzling 
blue. The world of Total 
PlayStation is in similar cheer as 
the games keep on flooding in. 
The neyv price point and in 
particular the arrival of the 
Platinum Range have given a 
further boost to the 
PlayStation’s already 

considerable fortunes and put 
it in a position the opposition 
will surely find 

insurmountable. 

Sony’s initiative for mid-price 
software is new to the console 
market and one which deserves 
to succeed. Obviously the many 
new PlayStation owners 
joining the ranks since the 
latest price drop represent the 
main target for the Platinum 
Range . However, if a wider 
budget policy were to be 
adopted it would also encourage 
established owners to buy those 
games they ummed and ahhed 
about at full-price. Afterall, at 
45 quid you've gotta be looking 
for a grade A title but for a mere 
twenty you can’t go far wrong. 
In a month where third party 
titles haven't quite been up to 
their usual standards it’s very 
encouraging to see Sony's 
continued software support 
saving the day. It would be easy 
to rest on their laurels, knowing 
the console is almost 
untouchable yet they continue 
to give value and satisfaction in 
equal measures. 

Here's to a 

glorious 

summer. 

Hurray! 







W hat comes as no 
surprise to any of us, 
is that one of the 
finest and best selling 
PlayStation titles ever is currently 
undergoing the sequel treatment 
The game in question is... well, let us 
give you a couple of clues. Sexy lead 
character, massive fully 3D levels, 
unmatched gameplay, top graphics 
and the toughest woman you've 
seen since you last watched 
Gladiators! Of course, we’re talking 
Lara Croft here fellas, and her top 
game Tomb Raider. 

As you can imagine, there was 
never any doubt whether or not 
Lara would return. She’s very much 
a cult figure but the only worry we 
have about the promised sequel is 
this - how could Core possibly 
improve on the original? Well, 
judging by what we've heard, they 
intend to improve on everything! 

One of the best elements of the 
first game was the instinctive and 
fluid control method. Miss Croft was 
rather fit in both senses of the word 
and there was very little she 
couldn't do. Now Lara will be able to 
perform all her usual skills, with the 
added abilities of crawling, climbing 
and the power to engage her 
enemies under water with the aid of 
her trusty harpoon gun - ouch! 

Tomb Raider 2 will again use the 
same graphical engine, but Core 
insist the levels will be based on 
vastly different play environments, 
ranging from internal levels such as 


a sunken ship to outdoor locations, 
including Venice. The new levels will 
have richer texture mapping and 
greater detail (check out the pics). 
They will thankfully retain their huge 
size though, so the life span won't 
suffer accordingly. 

One of the most promising 
inclusions is increased interaction 
with the other human characters 
contained in the game. In true RPG 
style, Lara will be able to speak to in 
game bods and put the squeeze on 
them for vital info. Worryingly 
enough, there has also been a great 
increase in the artificial intelligence 
of all the nasties Lara will encounter. 
Oh lordy - I mean, it was hardly easy 
in the first place! 


We reckon that the sequel to the 
best game of ’96 will become the 
best game of '97 - that is if Core 
can get things sorted by the 
proposed release date of October, of 
course. We'll be keeping everything 
crossed that they can do just that! 


Do you come 
here often? 


W hy, oh why, — lam** 

do so many of 
these Japanese 
blokes go in for HV« L 1 
these Virtual Dating Sims? f im 
Sunsofts latest one, Photo fitiU) 

Genie, is PlayStation bound. I 

In it you play a highly paid Wlflij ^ ^ r . 

young fashion photographer, ^ ^ mr, '» , 

whose job it is to take 

pictures of three different young models (calm down, lads - they're 
only cartoons). You're on a one year contract and during this time, you 
must attempt to cop off with one of the girls! Quite how you go about 
this is beyond us but it's probably very Japanese and we wouldn't 
understand it anyway! 

The game is played like an interactive manga cartoon. The action 
__ . stops at certain key points 
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where you have to select 

from a number of different 
on-screen options - what 
to say, where to take the 
girl on a date and all that 
sort of stuff. For all you 
SjHtj readers out there who fancy 
a bit of Japanese virtual 
snogging, get ready for it! 
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More 

racing 

for 

your 

pennies 


O ne of the worst 
racing games ever 
seen — Takara's 
Penny Racers, has 
had the sequel treatment! No 
wait, we have to be objective 
- it might prove to be very 
good. Look on the bright side, 
it certainly can't be any worse 
than the first one! 

One of the better sounding 
new features has to be the 
variety of vehicles available for 
selection. There are well over 
seventy different vehicle types, 
ranging from buses to sports 
cars, all of which will become 
selectable after you have 
completed certain levels. 

The sequel features new 
tracks, including a small town 
and then a massive city. The 
new courses also undulate up 
and down. Just as in the 
original, there are many 
hidden tunnels which act as 
much needed short cuts. 
Success will bring the player 
mucho cash rewards with 
which they can add all kinds of 
modifications to their vehicles. 
Another good idea is the 
inclusion of a two player split 
screen mode but - and this is 
a whopping great big but - if 
the useless gameplay remains 
unchanged, this update is born 
to fail. We'll have to wait on 
the success of this one... 


TV 



W e bods at TP are 
more than a little bit 
into the old kung fu 
flicks; Jackie Chan, Jet 
Lee and Mr Chow are heroes of ours 
(Speak for yourself, Mr Gale - Ed), 
yet we can also dig old Tomb 
Raider. So wouldn't it be just top if 
we could mix the two genres? 
Guess what - in a very convenient 
coincidence (yeah, very convenient) 
those lovely chappies at Core 
Design have managed to combine 
the two into one game - Ninja. It 
promises to incorporate the 
immense 3D environments of Tomb 
Raider, with a far more combat 
orientated style of play - hurrah! 
The hero of the piece is 


Kurosawa, a ninja 
on a quest to 
defeat the evil 
warlord Katasaki 
and release the 
people from his evil grip (blimey, 
this Katasaki geezer must have big 
hands). To make matters even more 
difficult for Kurosawa, Katasaki has 
summoned the help of the demon 
lord Batanaka, who then proceeds 
to release his evil demons and 
goblins throughout the land. We 
don't care what anyone says - 
we've never met a nice demon lord, 
they're all just so nasty! 

Ninja has fourteen massive 
levels which'll be separated into 
two key areas - vast landscapes to 
explore and enclosed 
fighting arenas, 
where you'll face off 
against four or five 
baddies at a time. Of 
course, there'll also be 
the obligatory big 
boss at the end of 
each level. 

As well as all the 
spooky supernatural 
creatures, you'll also 
face Katasaki's evil 


henchmen. Luckily 
you're a bit of a 
hard bloke, skilled 
in the use of an 
arsenal of swords, 
knives, nunchukas, 
and magic — all of which are kept 
down the front of your ninja 
trousers - so we guess that evens 
the odds a bit. 

As mentioned, it's not all 
walking about and kicking people. 
Being a ninja you'll have to find 
clues and learn new magic tricks 
before success is achieved, which 
moves the game away from the 
usual beat-’em-up fodder. 

Coming from the people behind 
Tomb Raider and packed with nice 
ideas, this must be one of the most 
anticipated summer releases. Keep 
'em peeled for a full preview soon. 






R emember Krazy Kid 
Klown Chase which 
was released on the 
SNES a couple of years 
ago? It was far from perfect but 
remained quite a nice little title. It 
was played via an isometric-type 
graphics engine and you took the 
role of the 'Krazy Klown' of the 
title. Taking on this mantle involved 
more than just putting on big shoes 
and a red nose though. The idea 
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was to leg it down the screen, 
avoiding bombs, rolling logs and 
various other things that’d cause 
you to smart a bit! The nature of 
the game was far to linear to make 
it a classic, yet KKKC was very 
popular and its creators are going 
to release a sequel for PlayStation, 
Krazy Kid Klown Chase 2. The 
gameplay will be similar to the first 
one, again featuring an isometric 
viewpoint, but this time the camera 



zooms in and out to take in the 
action. The graphics also incorporate 
both polygons and sprites to further 
enhance the 3D effects. 

From what we can see, 
gameplay is best described as very 
similar to the boulder dashing 
levels of Crash Bandicoot Whether 
a much-needed injection of variety 
has been administered has yet to be 
seen. It's very much a 'hmm' game, 
if we ever saw one! 
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W ay back at the 
original launch of 
the PlayStation itself, 
Namco released a 
conversion of their arcade flying 
game, Air Combat. Whilst being 
quite a nice little romp, it was sadly 
lacking in thrills, as the player spent 
far too much time aimlessly jetting 
about, looking for something to 
blast - the curse of so many flight 
sims in the past 

Well we have the utmost faith in 
Namco and hopefully in the next 


installment of Air Combat - 
imaginatively titled Air Combat 
2 - things will be far healthier 
in the gameplay regions. 

Visually AC2 has been vastly 
improved from the previous game, 
with added texture mapping 
to both the aircraft and the 
backgrounds. Gameplay is 
said to lean more toward 
simulation then the first, but 
this may not be a bad thing. 
They have added more 
missions, 30 in total (there 
were only 17 in Air Combat) 
and greater depth to the 
tasks of each. You will still be 
able to engage in the usual 


mid-air dogfights, air-to-ground 
combat and pant-wetting trips 
through narrow valleys. There are 
bags of additional features too, like 
time limits, targeting, using flares 
or counter measures to eliminate 
incoming missiles, refuelling and 
even landing. There are also 
multiple routes through each 
mission changing the objectives, 
which will hopefully increase the 
life span like nobody's business. 

Will Air Combat 2 win the award 
of top gun? Only time will tell... 




O h, good lord, another 
flipping driving game! 
The PlayStation has 
'em coming out of 
every orifice. But wait a minute, 
this new one from Climax, called 
Runabout, is actually quite 
different from the usual Ridge 
Racer rip-offs. 

Runabout is being launched as a 
driving game, not a racing game, 
alright! Gone are the other racers 
and the linear tracks (phew) - you 
now have a set area within which 
you must drive to certain different 
points, within a time limit. Failure to 
do this will entail some rather big 
blokes coming around to your house 
and shouting swear words at your 
budgie, which is not nice, trust us! 


The player will 
have the choice of 
up to twenty two 
different vehicles, 
ranging from the 
usual posh luxury 
sports cars to 
some really very 
unusual vehicles 
like a scooter, a 
bus and a dustbin 
truck - hopefully 
it won’t smell like 
one! Each vehicle 
will have differing capabilities and 
handling but then you’d expect a 
Porsche to feel a bit different to a 
great big bus. 

Once sat behind the wheel of 
your 8000 horse power convertible 


dustbin lorry, you can choose your 
track from the three on offer. First 
up is Downtown, which is based on 
Chinatown in LA. Secondly we have 
the Shonan region, a coastal city 
near Tokyo, and last but not least, 



e’ve all been 
cruelly teased 
and tempted by 
the Lucas Arts 
guys for what feels like an 
eternity. Now they have finally 
got around to releasing the 
Star Wars inspired Dark Forces. 
Well, to be frank, the long wait 
wasn't really worth it. The sands 
of time have taken much of its 
gloss away and left us with a 
sadly dated title. 

To make up for it, Lucas 
Arts have released the first 
shots of Dark Forces 2 which, 
as you can see, looks stunning. 
Don't hold your breath for its 
PlayStation release though - 
we’ll probably be playing it 
with our grandchildren! 

// 



Paris by night - complete with 
streets lit by candle light no doubt! 

'What, only three tracks, that's a 
bit cack!' we hear you scream. But 
wait, dear reader, because this is the 
clever bit — the tracks aren’t limited 
to just one course but have various 
different routes to follow with new, 
uncharted stretches of road to 
access - after the successful 
completion of the previous section. 

Even cooler is that each of the 
said routes will change to suit your 
selected mode of engine growling. 
Things seem to shaping up nicely 
and this may well be the double 
glaze of the old PlayStation 
doughnut (mmmm, double glaze) 
Ah, well, we’ll just have to hang out 
our tongues and gently drool until 
we get hold of a preview copy. 
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A fter doing a badger 
impression, spending 
well over two years in 
development limbo, 
SquareSoft's latest release, which 
may well prove to be their greatest, 
is Kowloon's Gate. Recently we’ve 



seen a few companies take the very 
brave step of attempting to splice 
and mix genres — EA's Perfect 
Weapon springs to mind - most of 
which, sad to say, have generally 
failed. It's very hard to find two 
unrelated styles of gameplay which 
can cross over, kind of like 
getting Mark Owen to front 
AC/DC - which could only 
end in tears! 

Yet if anyone could 
taste the sweet wine of 
success in this crazy world 
of mixing gaming genres, 



SquareSoft could be the very 
fellows. When you look at their 
hugely impressive back catalogue - 
including Tobal Nol and its up and 
coming sequel or the sure-to-be- 
massive Final Fantasy - you’ll 
realise they really have come a long 
way since the early days of Badger 
Sim on the Spectrum. 

Kowloon's Gate is a cyberpunk 
adventure, set in a Hong Kong of 
the future. The plot, as you would 
expect from a Japanese adventure 
romp, is somewhat peculiar. For 
some bizarre reason a medieval 
castle has appeared, slap bang in 
the middle of HK, within which is a 
gateway to another world. The 
castle acts as a bridge between 
dimensions, through 
which the evil dwellers 
of this parallel world 
are crossing over to 
our nice planet. The 
only way to close the 
gate and prevent a 
global take-over is to 
locate an ancient, 
mysterious artifact 
named the Lao-Pan. 

This odd item has the 
power to send the 



nasty demons back to wherever 
they came from. 

To complete this task Hong Kong 
needs a hero and you fit the bill, 
matey! You must attempt to find 
this Lao-Pan — but this ain't your 
average RPG, no sir. This fella is best 
described as a Doom type exploring 
romp, with added 3D polygon 
fighting and even some RPG 
interaction tossed into the mix - 
phew! As you can see, the graphics 
are lurvely and SquareSoft have got 
a bit of a talent for producing some 
top games, so keep your ear to the 
ground for more details. 




T itan's latest release is 
best described as 
'Blade Runner wearing 
a nice flight sim tank 
top’! The plot is the usual cyberpunk 
influenced romp; the future is bleak 
and you're the only hope the world 
has of finally breaking the chains of 
the dark and sinister Company, 
blah, blah, blah... 

Flardwar is a futuristic flight sim 
which features full 360 degree 


movement around a true 3D 
rendered, futuristic city, allowing 
full freedom to travel (in free time 
mind) through the very Sci-fi movie 
inspired, post-apocalyptic, ruined 
looking environment. 

You will adopt the role of five 
space trading mercenaries, piloting 
your choice of ships and doing 
various dodgy deals. You'll be able 
to take part in set missions or 
simply explore the world on your 




own. Beware though, because 
your actions will decide your fate 
and the game's final outcome. 
Your destiny is also non-linear and 
will never play the 
same way twice - 
unless you keep 
crashing into that big 
building again! 

If you manage to 
avoid the buildings, 
you'll able to build 
your ship into a 
monster by trading, 
stealing, fighting and 
making buddies out of 


your fellow traders. Sounds like 
Elite for the PlayStation, so we 
reckon this may be well worth 
keeping an eye on - can't wait! 
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Eighth time 

iuckv for 


L adies and gents, ft 
it is our pleasure | 
to bring you I 
the answer to 

the question that has plagued ■ 
your minds forever. Yes, ■ 
Konami are going to release a 1 
new version of the wonderful j 
Megaman series, especially f 
for the PlayStation. The latest *• 
installment of the long running 
series, which started life all those 
years ago on the dear old NES, is 
indeed PlayStation bound, going 
under the truly inventive title of 
Megaman 8. 

As you would expect, the 
game follows the same well worn 
path as the previous installments, 
remaining a strictly 2D platform 
affair but with the addition of 
some new PlayStation only 


enhancements. The real main 
difference is the graphics engine 

- gone are the duff backgrounds 
and poorly animated sprites. 
Megaman is wearing his new 
PlayStation Y-Fronts and he 
means business! 

To be honest, we actually 
hate Megaman, with Megaman 
X on the PlayStation being one 
of the very worst games seen for 
a long time. 
Unless the 
^ ' [\ a gameplay has 

also had a bit 
y^ fpi of a facelift, 

"WM we aren * 

going to hold 
our breath for long. 

Okay, it may be great — 
yeah and I might have a 

— football pitch up my bottom! 



A further dose of mad 
Manga mayhem is 
coming, this time in 
the honking great big 
monster form of Zeiram. It's based 
loosely on the live-action Manga 
movie of the same name. 

The film's plot follows the 
usual bizarre Japanese 
story about a female 
bounty hunter called Iria, 
who's been hired to track 
down and thus destroy the 
Zeiram, a ten foot high 
unstoppable mad killing 
machine thing. 

The actual gameplay is 
sort of Final Fight meets 


Tekken. For the most part it’s played 
out in the usual beat-’em-up way. 
The main sprite walks from left to 
right, punching and kicking her way 
through a small army of foes. This 
said, the developers have spent 
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O ne of our all time fave 
games has to be the 
excellent Mario Kart on 
the old SNES. So when 
we heard the N64 was to be home 
to an update, we had to go home to 
grab some fresh underpants. Yet to 
our dismay, Mario Kart 64 is rather 
disappointing. It's slow, the controls 
are sluggish and amazingly, even 
the multiplay mode isn't that 
special. We still have to dig out the 
old office SNES for our fix — well, 
until now that is. 

Yes, Capeom have done the 
impossible and created a half 
decent game with the annoying 
little git, Mega Man in it! Mega 
Man Cart anyone - albeit a fully 
3D polygon version? Still, what 
would you expect from the mighty 
PlayStation - Mode 7? We think 
not, matey! 

This new racing game goes 
under the snappy title of Mega 
Man Battle And Chase and whilst 
relocating the old Mega Man 
characters, still keeps the eartoony 
look of previous games. 



The gameplay takes greatly from 
Mario Kart Mega Man Battle And 
Chase sits you behind the wheel of 
one of ten bizarre vehicles, each 
based on the Mega Man Japanese 
anime cartoon series. The carts 
range from snow mobiles to light 
aircraft - and a great big dog!? 

Once you've selected your mode 
of transport, you can race on one of 
the eight different courses, ranging 
from city streets to canyons, to a 
rather difficult looking factory. The 
tracks themselves are littered with 
many hazards and, of course, lots of 
helpful pick ups. As you race you'll 
collect various weapons which will 
affect your opponents in different 
ways, from stunning them to 
blowing them off the road. Each 
vehicle has its own default 
weapon but success in a race will 
allow you to take your opponenf’s 
weapon to add to your own, much 
like in the MM platformers. 

Finally, we PlayStation owners 
may see a good Mega Man game 
and hopefully the PlayStation's 
very own version of Mario Kart 
Now that would really be another 
one in the eye for Nintendo... 




mucho time-o to give the 
graphics a 3D look by 
adding depth, scaling and 
a floating game camera, 
which will zoom and pan. 

At the end of each level, 
encounter a massive end 
monster, at which point the camera 
will pull out and the game 
jump into a full on 3D beat¬ 
mode, a la Tekken 2. 

Graphically things are 
smashing, with the texture mapf 
polygon characters looking just as 
cool as they did in the flick and 
backgrounds are also well detailed 


and colourful. Best of all, adding to 
sweet shop visuals are some 
excellent lighting effects, including 
burst of real time lightning when 
perform certain combat moves, 
a la Soul Blade. 

from the completely poor 
Forever, there aren't too 
side-on scrolling beaties on 
so we reckon that this 
be a bit of a sleeper hit, come 
summer and its release. 

























Hardcore 

Spawn 







book fans 


time to get silly! 

One of the coolest 
and most down right violent 
strips to hit the shelves in a 
long time is the excellent 
Spawn - written and drawn by 
the guttingly talented Todd 
McFarlane. The comic books 
detail the adventures of the 
latest and greatest costumed 
vigilante, Spawn - a chap so 
nuts he makes Batman seem 
quite sane. When we heard that 
Spawny boy was up for the 
PlayStation treatment our 
hearts sank because — as you all 
know — comic character plus 
console normally equals 
complete trash. Yet from what 
we’ve seen, Sony of America’s 
conversion may break the 
mould. Instead of going for the 
usual platform related romp, 
this release goes for more of a 
Tomb Raider style approach a 
3D adventure, with some much 
needed puzzle solving elements 
and the top addition of some 
cool real time 3D combat 
The in game characters have 
been carefully designed to 


incorporate their comic book 
actions and their appearance, 
which should keep the fans 
smiling. Judging by these 
screenshots, so far everything's 
coming on nicely and we'll have 
a preview as soon as we can (jet 
the full low (fown 


they wanted was a 3D 
exploring romp with a 
far more light hearted 
theme. As luck would 
have it, before we could 
say ‘you big girlies', we 
stumbled upon this little 
fella and we like the 
sound of it - royal. 

Welcome House is 
very similar to Resident 
Evil in terms of its 
visuals but it comes with 

a full non-frightening 
guarantee and loads of 
very bizarre, Japanese 
style humour. 

Anyhow, you take 
the role of the much 
put-upon hero, Keaton, 
who is summoned one 
day to his wealthy Uncle 
Parkinson's mansion. 
This isn’t an invitation 
for tea and a slice of 
cake though - for some 


unknown reason, Uncle Parkinson 
has set a massive number of traps 
for you to discover and avoid. The 
traps range from simple land mines, 
to booby trapping the phones. 

You have to progress through 
the mansion and finally meet your 
nutty in-law, then proceed to knee 
him in the lower regions for being a 
totally mad, senile old git. This 
whole loopy and unfeasible plot 
sounds so completely daft, that it 
has to be excellent - we’ll see! 


W e were sat having a 
coffee the other 
day, discussing the 
meaning of life and 
which one out of EastEnders we 
fancied. Then we started singing 
the praises of Capcom’s eggy 
stonker, Resident Evil, remembering 
how excellent it really was. Yet the 
milder souls around the Rapide 
offices complained that it was so 
scary, they had to pack their undies 
with loo roll before playing! What 


A lright you 
mucky little 
puppies, if 
you could 
tear yourself away from 
your piccy of Pammy 
long enough, we’d like 
to inform you that the 
Pam-meister will be 
making her first full 
appearance on the PSX. 
Not, as you would have 
thought, in her usual 
Baywatch clobber but in 
a polygon form of her 
film debut namesake, 
the dire Barb Wire. The 
game is a 3D adventure 
in the mode of Alone in 
the Dark, in which you 
control a polygon built 
Pam in various different 
levels based on the 
scenes from the film. 

It can only be an 
improvement. Can't it? 
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T he rumour mills 
they are a-turning. 
The latest little 
nugget bouncing 
around the Internet is that action 
movie god, Jackie Chan, has 
signed a contract with an as yet 
unnamed Japanese games 


company. The deal is said to 
allow them to use his name and 
his likeness in a forthcoming 3D 
beat-'em-up. 

At the moment we cannot 
confirm that there is even a 
shred of truth to this. Yet James 
is Mr Chan’s biggest fan so, as 


you can imagine, he's gone a tad 
daft at the prospect of his hero 
appearing on the PlayStation, 
and is currently running around 
the office, attacking people with 
the 'deadly snake fist' (or 
something). More details to 
follow... if we calm him down. 


I sn't it just the way, you 
wait around for what 
feels like forever for 
Hcxcn to come out on 
your little magic box - but with no 
luck. Then you turn your back and 
two Hcxcn games pop up — now 
that really is one of life crudest 
ironies! Yep, even as ID's mighty 
Doom-beater, Hcxcn, has reached 
the PlayStation world, we have 
received some shots of Hcxcn II. 

The sequel to the massive 
original is preparing to be 
unleashed upon the PC, with a 
PlayStation version 
already having gone 
into production. As 
you can see, the 
graphics engine has 
really been greatly 
improved, with added 
texture mapping and 
light sourcing. Not 
only has the game 


got groovier in the looks 
department, the gameplay has had 
a touch up too. The player's abilities 
have been greatly improved; now 
you can swim and even fly around 
the 30 plus levels. These have also 
had a much needed injection of 
variety, with the action taking place 
over a number of very different 
looking environments. 

We suggest you don't hold your 
breath just yet though - look how 
long the first game took to come 
out. Expect Hcxcn II to appear in, 
oh... let's say 1999! 


O ne of the few half way 
decent Nintendo 64 
titles, Turok Dinosaur 
Hunter, is currently 
undergoing the old PlayStation 
conversion treatment. The game 
deals with the exploits of Turok, a 
native American Indian warrior, 
who has to battle various foes in his 
quest to seek out and destroy the 
evil Campaigner before he can get 
his dirty little paws on an all 
powerful weapon called the 
Chronosceptor... oh, scary name. 

The game is a 3D Doom type 
blaster, that gives the player the 
added abilities to scale cliffs, swim 
and various other no n-Doom skills. 
The in game characters are also a 
cut above the usual Doom fodder, 
with Turok facing loads of Jurassic 
Park related monsters, plus other 
bizarre creatures. Best of all are the 
excellent weapon effects - one of 
the guns will cause an explosion so 
huge, that it even gives off shock 


waves! The only thing that stopped 
this becoming a firm office 
favourite is the totally awful 
misting effect, that has obviously 
been used to masked the N64's 
polygon updating problems. 
Another flaw is a lack of variety to 
the levels, which we guess is also 
due to the very lame Nintendo 
hardware - remember the carts are 
limited to a tiny 100 MB, unlike our 
monsters that can have well over 
300 MB per disc. 

With its many flaws ignored, 
Turok was, at the end of the day, 
quite a nice blast. Yet with its up 
and coming PlayStation release we 
can expect to see the ultimate 
version, with none of that foul 
misting effect, phew... Even more 
promising is the fact that the 
programmers, Acclaim, have started 
work on totally different code for 
the PSX version, so no lame-o port 
over for us, Woo Hoo! Look forward 
to a full preview soon. 


Chan the man _ maybe 
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Yet 

more 

humble 

pie! 


W e made a little 
bit of a mistake 
last month - in 
our excitement at 
playing the excellent Telstar 
game, Excalibur, we forgot to 
fill in its score box... So all we 
can say is that we are very sorry 
and hope that Keith won't give 
us too much of a kicking! 
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O ne of the main reasons 
that we're all sat here 
writing for computer 
magazines, instead of 
sat behind big desks earning big 
money is Super Pong\ If it wasn't 
for that little machine sat in the 
corner of the local arcade, we'd 
have spent more time studying and 




would have passed a few exams. Oh 
well, never mind! 

We’ve finally managed to break 
our addiction and start to lead 
normal lives — or rather we had, 
until we heard that Marubeni were 
going to release Super Pong 
Collection for the PlayStation! Now 
we could relive our misspent youth 
on our very own 
supersonic console... 
Oh no, we can feel 
that big excitement 
rising already! Steady 
on there, Tiger. 

Super Pang was 
one of those typical, 
deceptively simple 
but highly addictive 
arcade games. All you 


had to do was pop loads of balloons 
with a harpoon type gun but it had 
that unknown quality that made 
you want to play it again and again. 
A couple of sequels followed, yet 
they apparently never reached your 
shores - until now that is, because 
all three Pong titles will be 
appearing on one disc! All we can 
say is it’s time to kiss the concept of 
sleep goodbye, once more... 





evious, the classic 2D 
scrolling shooter, is 
about to make its 
second appearance 
on the old PlayStation after its 
inclusion on the second Namco 
Museum compilation. Yet things are 
a little different this time round - 



the whole thing has gone 
all 3D on us, yet amazingly 
enough, the top quality 
playability seems to have 
remained intact! 

To be honest, the title 
perfectly sums the game 
up, Xevious 3D is simply 
what it is. The 
gameplay is basically 
the same - pilot 
your spacecraft through 
various levels of baddies, 
blasting at anything that 
moves. As the old expression 
goes; if it ain’t broke why fix 
it? The main reason that 
Xevious was so popular in the 
first place, was its simple but 
engrossing style. It was one of those 
games that had you coming back 



for more, although you weren't 
really sure why. 

All the in-game baddies will be 
instantly recognisable to the 
seasoned pro but have had a major 
face lift. Even the original music 
has remained, albeit in a 'technoed 
up' form, Bo Yakka etc! As big fans 
of the original, we’ll be keeping an 
eye open for a preview very soon. 


C an you imagine the 
classic gameplay of 
Tempest but with 
new updated 
graphics and mucho new 
power ups? Well imagine 
no longer, for Nanotek 
Warrior is a new shooter 
coming from Virgin, which 
makes more than a quick 
glance to the Atari classic. 

You'll face a non stop 
barrage of foes, winging 
their way towards you, as 


you move around the screen in a 
360 degree motion, blasting them 
to kingdom come. 

If it's anyway near as playable as 
Tempest, it'll be cool with us. Preview 
as soon as the cows come home! 



Position 

Name 

Issue 

Score 

1 

Destruction Derby 

10 

95 

2 

Ridge Racer 

v2#4 

80 

3 

Tekken 

v2#4 

83 

4 

Legacy of Kain 

v2#2 

91 

5 

Wipeout 

9 

93 

6 

Tomb Raider 

10 

97 

7 

Air Combat 

v2#4 

49 

8 

Cool Boarders 

v2#2 

89 

9 

Destruction Derby 2 

10 

96 

10 

Die Hard Trilogy 

7 

91 
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If I’d known it was some kind of camp German stormtrooper 
affair. I’d have worn my party frock... 


V wmmm ou slowly push open 

pr the huge metal doors 
of the thought to be 
abandoned warehouse. The 
bright sunlight cuts your 
shadow over the dirty concrete floor, as 
the doors crash apart, alerting the 
shadow drenched occupants of your 
unwelcome presence. 


They gaze toward 
you with a look of 
disbelief in their eyes, 
you reach down to 
your side and gently 
pull your trench coat 
to one side. The 
sunlight catches the 
silver barrel of your 
side arm, your foes 
realise your intentions and, almost at 
once, they produce their weapons. You 
stand still and pause carefully, waiting 
for your moment. The sound of a gun 
chamber being filled with a single shell 
echoes around the steel walls. 

You quickly pull your pistol and 
jump to your left, unleashing several 
shots into the enemy. As they drop to 
the ground you roll 
back to gain cover 
behind some oil 
drums. You jump to 
your feet, launching 
yourself over the 
barrels - the dark 
room is lit by pistol 
flares and is alive 
with the sound of 


gun fire. You feel 
yourself start flying 
through the air, 
almost as if in slow 
motion, as you 
again unleash a hail 
of shots. You feel 
the aftershock of a 
stray bullet, as it 
whizzes past your 
ear into the barrels. You turn your head 
to see the oil ignite as the explosion 
propels you further into the air and you 
continue to fire. Your enemies' number 
lie in front of you, clasping their chests. 
You get to your feet and gently dust 
yourself, bringing the pistol to your 
mouth and inhaling deeply, blowing 
the smoke from the red hot barrel. As 
you holster your 
gun and head off 
toward the elevator, 
you hear a single 
shot ringing out 
from somewhere 
behind you — next 
you feel the burning 
kiss of hot lead as 
the bullet strikes. 


Those pesky crims get 
everywhere. Livens up 
the museum, I suppose. 



The PlayStation is 
couple of shooting < 
for the most pari 
pretty bad, but then 
of new ones on thei 


GTs Area 51 


again an 
arcade conversion, this 
time of the rather 
enjoyable daft alien 
invasion related blaster. 


Konami's Crypt Killer, based 
on the awful arcade game 
of the same name, deals 
with the shooting genre via 
a more mystical theme! 


Checking out the competition 
























































The old 
source — 
including 
foot pedal 
of course! 


Cool explosions, 
bags of bad guys — 
it’s got it alL 


Your head beings to spin and as you 
drop to your knees, the world slowly 
goes black. Your eyes are filled with the 
word, 'Continue' ‘You bet I will!' you 
say to yourself, as you drop another 
coin in the slot. Time Crisis is cool! 
Time and again 
Namco’s excellent light gun title, Time 
Crisis, brought the once mighty Sega’s 
Virtuo Cop series to its knees at its 
initial arcade release. Yet on the home 
systems, Sega was the shooting king 
with Virtua Cop on the Saturn. Of 
course, we the PlayStation owners had 
to make do with the enjoyable but 
limited Die Harder section of the Die 
Hard Trilogy. Until now that is, because 


Beware the deadly Tai-Chi pot-plant killer! Spider 
Plants a lethal speciality... 


Time Crisis is at last 
PlayStation bound 
and things are 
looking mighty fine 
in conversion world. 
The game is a 
conversion of the System 22 arcade 
game - basically Time Crisis was an 
updated version of the Sega title. Yet as 
usual, anything Sega do, Namco do far 
better as the gameplay shows. With its 
enhanced visuals, greater depth of 
gameplay and the novel additional 
feature of a duck move - which in the 
arcade came in the shape of a foot 
pedal - it’s clearly a winner. When you 
use the duck feature, your character 
hides behind an object and reloads his 
pistol. With practice it becomes very 
instinctive and adds that much needed 
element of strategy to the normally 
shallow mini genre. The PlayStation 
version will incorporate the duck 
feature, achieved by the 
inclusion of a special 
button on the side of the 
new Namco gun to be 
packaged with the game. 
It's quack, 
quack, duck 
Even more surprising, is 
that whilst the original 
comes from a far more 
powerful System 22 
arcade board, it seems 
that Namco have still 
somehow been able to 
capture the original’s 
arcade graphics perfectly. 


Time Crisis can be played via two 
different styles, the first being Arcade, 
which the clever ones among you will 
have realised is a straight conversion of 
the arcade game. This comes complete 
with rendered sequences detailing the 
thin plot: rescue the President's 
kidnapped daughter from an evil 
megalomaniac, blasting everything you 
see in the process... mmmm. Not 
particularly original or very good in the 
plot department then. 

For a less structured blast, you 
could opt for the Enhanced version 
which has been created purely for the 
PlayStation and includes a whole 
totally new level, set in an airport. 
Playing this version gives the player a 
limited amount of time to complete 
certain sections of the game, all 
without a sight of the hammy cut 
scenes - phew! 

In the arcades, Time Crisis was an 
absolute belter and made us all go a bit 
weak in the bottom area. Also, to the 
best of our knowledge, it included the 
video games world's first falling over 
fork lift truck. Until a full release our 
breath will indeed be bated... • 


That’s a popular gun 
shooting stance, then. 
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Kick Boxing, the 
plague of dodgy video 
shops' shelves, is 
coming to o PlayStation 
near you 


ick boxing is 
definitely one of 
those weird sports 

which has steadily 

become popular, yet 

still remains quite underground. We 
don’t mean people whacking hell outta 
one another in a subway, it’s a figure of 
speech. The only contact most people 
have had with Kick Boxing, is probably 
the God-awful Jean Claude Van 

Damme flick and the countless films 
that followed - the last one we saw 
was Kickboxer 56, The Deadly 

Zimmerframe Fist! 

In the non Van Damme world, Kick 
Boxing is a highly disciplined form of 
martial arts, with its roots in various 
ancient traditions and 
unless the films have lied, 
can only be taught by 
weedy little old Chinese men 
with long beards who are 
actually dead hard! 

Various fighting games 
have used elements from the 
sport - Bruce in 
Tckkcn 2 was a 
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The K1 boys line up for your perusal - and yes, they are as hard as they look... 
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kick boxer - yet none have attempted 
to produce a straight translation. Until 
now that is, grasshopper. 

THQ were kind enough to send us a 
copy of their new release K- 7 The Arena 
Fighters which is, surprise surprise, a 
Kick Boxing sim. We must point out 
first, that this isn't a beat-'em-up. From 
what we've seen, it’s a near perfect 
replication of the fast moving and 
incredibly violent knuckle-bashing 
pastime that is kick boxing. 

For all you out there who haven't 
had any contact with the wild and 
wacky world of boxing with added 
kicking, then let us bring you up to 
speed. It's very similar to boxing. Two 
fighters face off against each other in a 
ring, wearing protective gloves and 
when the bell rings, they kick right off. 
Kick being the word, because the 



creators of the sport have chosen to 
ignore the Queensbury rules of 
boxing and let the pugilists use their 
feet as well. The fight goes on until 
one fighter is off with the fairies, 
whilst the other kicks him on the 
floor — only jokin'! 

We hate him 
Everything that you could want from 
a kick boxing game is here, except for 
ol' Jean Claude! 

The player has a choice of eight of 
the world's best fighters, each one 
having been perfectly motion captured 
and designed in full 3D. Each has his 
own style of kick boxing, kung-fu, 
kempo, etc and thus their own range of 
moves. These include basic punches, 
spin kicks and loads of other teeth 
smashing combos. To access the 
techniques you use a simple 
combination of buttons and directions 
on the D- Pad. Unlike Tekken where 
things became very complicated, these 
remain simple throughout and the 
control method becomes very 
instinctive. Kl also has a bizarre option 
where you can play in either 2D or 3D 
modes. 3D mode involves fully 3D 
generated arenas, which really do look 
quite stunning, where the player can 
move in and out of the screen as well as 
around the ring. Yet in the 2D mode the 
fighters are limited to a single plane of 
movement which, whilst looking less 
impressive, strangely pushes the frame 
rate up noticeably. 

Up the old 
options and pears 
The options are packed up nicely, with 
various modes of play. In One Player 
Battle you fight through the other 
fighters to achieve the Championship 






belt. Pick Two Player Vs, i- 

and you and a mate can 
kick the living daylights 
out of each other 

without being put in 
prison. Tournament 

involves fighting a 

selection of the eight 
pugilists and Team 

Battle is four on four |_ 

action. Each mode of 
play is backed nicely with some bone 
crunching sound effects and a replay 
after each bout ,so you can relive your 
moment of glory, laugh to yourself in an 
evil tone - or hide behind the sofa in 
after getting your butt hammered. 

One of the biggest 
complaints we have 
about the fighting 
genre is the seemingly 
limited one player 
lifespan. Thankfully 
THQ have had the 
foresight to included a 
rather excellent 
management system, 
where you can design 
and train your own fighter, who can 
then be saved on to your memory card. 
Now your specially designed, fresh 
faced fighter can go up against the 
boys and slowly work his way to the 
top, getting all the glory, cars, birds etc. 
Or you can fight against him yourself 
with one of the other eight fighters. 

The best way to describe K-1, is it’s 
like Victory Boxing but with added kick 
and looks just as playable as your 
average beat-'em-up. Just remember, 
Don't just look at the 
grasshopper, because you’ll miss 
heavenly glory. Think about it! 


Knee knocking knaves. 


Ill.... 
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Why has spider video 
dating never caught on? 



Put it this way — if you tried to grab this leggy dasher in a 
'bug katcha* he’d blow your fingers off! 


Oh. no, a 

game 
based on 
the most 
skin 

crawling 
thing 
known to 
man! No, 

not the 
Spice 
Girls... 



f there is one thing that 
we bods here at Total 
PlayStation hate more than 
anything else it's got to be... 
censorship? Nope. Nintendo? 
Nope. The Spice Girls? Well, nearly but 
it's actually those eight legged nasties, 
the arachnids - that’s spiders to the 
non Latin speaking readers! 

The slightest mention of the 
horrible hairy legged creatures has us 
standing on our desks, lifting our 
trouser legs and screaming in a high- 
pitched tone uncontrollably. (Speak for 
yourself, wimpy boy! - Miles) 

So when a parcel marked 'Spider' 
fell onto our desks, we were less than 








pleased. No, read that as us 
running around the office, 
screaming for the boss to 


come in and jump up and down on said 
parcel! After a few strong words from 
the big fella and a lecture about us 
confronting our fears, we plucked up 
enough courage to ask the secretary to 
open it for us. Thankfully the Spider 
contained within wasn't the eight 
legged monster we had expected but 
actually the new game from BMG. 
Phew - saved! 

We guess it was only a matter of 
time, we've had games on everything 
else - but why spiders? Anyway, the 
game in question is a 3D platformer in 
the mode of BMG's excellent release, 
Pandemonium. The game achieves the 
illusion of depth by the clever use of 
polygon graphics but gameplay is still 
very much 2D, with the central 
characters limited to one plain of 
movement - right to left. 

Nasty, nasty 
How much fun could you 
possibly get, from playing a 
game where you take the role 


of a spider? What do spiders do apart 
from scaring the living daylights out of 
weak kneed arachnophobes? Well, 
instead of placing you in the shoes (all 
eight of them) of your average spider, 
you play a super-hero of the spider 
world - sort of a Spiderman, err, 
Spiderspider? Hmm! 

Right, moving quickly along, the 
linking plot is based around the 
exploits of a top scientist, who is 
involved in some kind of Top Secret 
experiment concerning research into 
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bionic spiders. No seriously, 
that is the plot. As is usual 
with scientists and secret 
experiments - unless the 
comic books have lied to us - 
something goes horribly wrong. This 
time, for some bizarre reason, the 
disaster involves the scientist taking on 
the form of this bionic spider. As you 
can imagine, he is none too pleased 
spending the rest of his life 
flies and spinning webs (Unless 
of course the web was in 
a ladies changing room. 
Now that would be 
bit cool!) 
take the 
role of the 
little fella 
in his 
quest to 
turn his 
furry body 
into a 
being. 


As mentioned, this ain’t your usual 
common garden spider - how many 
spiders have you seen that have 
mechanical legs and jet packs, can fire 
homing missiles, lay mines and have a 
built in flame thrower? Yes, you are 
more than equipped to start your long 
and perilous journey, because this isn’t 
just a case of crawling across a bath tub 
avoiding a newspaper. Nope, your quest 
will take you across six massive levels, 
each with four mini sections, which 
range from a warehouse, a sewer and 
finally your science lab - all of which 
are built up from texture mapped 
polygons and are looking a bit special! 
Will you look at the 
legs on that 
On your travels you will experience 
various foes who will block your path, 
yet fear not because you have plenty of 
weapons to dispatch these chaps. You'll 
get to waste other spiders (always nice), 
wasps, earwigs, flies, bats, slugs, 
scorpions, bleeding great big rats 
and an old lady with her 
slipper. This isn’t the type of 
for the squeamish, we can 
I you. As well as having to deal 
with your various nasties, you 
have to take part in all of 
the usual platform 
related japery. 





There's the regular 
jumping from area to 
area stuff but you can 
also use your web 
slinging abilities to ^swing across 
massive gaps and avoid your foes, cool! 

All the action is perfectly presented 
by the panning in-game camera, which 
adopts various different angles to 
achieve the best possible views of the 
hairy legged action. 

Worst of all the in-game visuals are 
excellent and all of 
the wee creatures' 
movements have 
been very carefully 
motioned captured, 
to achieve the most 
realistic characters 
possible. Whilst this 
has been very well 
done, it does make 
you go dead itchy. 

Adding to that 
nasty tickly feeling are the excellent 
FMV cut scenes that kick in between 
levels - arachnophobia overload! 

If BMG can manage to reproduce 
the quality of gameplay and visuals 
seen in Pandemonium, then we’ll be 
able to forgive them for basing a game 
around spiders, of all things. Naw, 
seriously, we reckon that this could be 
something very special - check out this 
space for a full review very soon. # 




Feet caught in jammy 
toast. A sticky end. 




Shoot your jets of web 
stuff, arachnid type! 
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with two 

mental images. For all you long in the 
tooth gamers out there, it'll be 
Saturday afternoon telly and the on 
screen exploits of such awesome 
athletes (ahem) as the titanically fat 


Big Daddy — who had a really girlie 
name which we can't remember — and 
the highly frightening Giant Haystacks. 
Way back before the heady days of the 
WWF, the only exposure we thrill 
seeking little kids had of the world of 
wrestling, was a ludicrous 30 minute 
British show with non-stop ‘over 
weight blokes slapping each other 
about a bit until one fell over’ type 
thing. You had to be there... 

Yet all you younger readers out 
there will associate wrestling with the 
likes of WWF, with its colourful and 
non-fat characters, like Hulk Hogan 
and Bret' Hitman' Heart. Now this was 
a bit better, even though it was 
blatantly fake but this 
could be forgiven because 
the wrestling action had 
an injection of good old 
American showmanship. 
Gone were the endless 
bouts of beer belly vs beer 
belly. Now the action was 
all over the place; in the 
air, out of the ring, on the 
canvas and even in the 
changing rooms! With the 
launch of Sky TV, the 
wacky world of WWF was 
brought to our shores and 
the wrestling virus began 


These two are technically known as trouser 
wearers — not to be confused with leotard kings, 


WWF launched 
American-style 
wrestling in this 
country but many of 
its stars have since 
defected to WCW. See 
for yourself... 
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to spread rapidly. Seemingly 
overnight, the school yard 
turned into one massive ring, 
with lads body slamming each 
other and smacking their 
heads on the walls. Of course, this was 
after they spent half an hour shouting 
and pushing their chests out at one 
another! It was quite scary really. 

Sweat smell of success 

So, like anything that was even 
remotely popular with the kids, it was 
soon turned into a lame 16-Bit console 
game, with endless WWF tie-ins 
appearing almost every day. Now you 
could clothes-line your best mate 
without breaking his neck in the 
process, but where's the fun in that? 

To be honest, the 32-Bit monsters 
haven't really fared better than the 16- 
Bits when it comes to wrestling games 
- maybe a good wrestling title just 
isn't meant to be. But wait, what's this 
bright light on the horizon? Could we 
be witnessing the dawn of a new era? 
Dum, dum, dum! Could we have just 
received the world's first decent 
wrestling game? You better sit down 
folks, because the answer looks like it 
might actually be yes! 

It would seem that the torch has 
been passed on and the new King of 
the US wrestling scene is no longer the 
WWF but the WCW. As you may have 
guessed, the new THQ title is a WCW 
license. Fear not though, because all 
your fave pro wrestlers are 
in here; Hulk, who must be 
about 70 by now, Ric Flair, 

Sting and Lex Luger - and 
they're all selectable too. 

All of the rest of the WCW 
crew are here as well, with 


a massive total of 60 characters, plus 
some extra hidden fighters to access, 
with around 40 moves each... Blimey! 
It's not the kind of game that you’ll 
master over night then. 

Grapple with reality 
The game isn't an actual beat-'em-up, 
it's more of a 
wrestling sim, with 
each move and 
throw having been 
carefully motion 
captured and well 
reproduced, all for 
your ultimate body 
slamming pleasure. 

From the version 
that we had the 
pleasure to play, 
things are looking 
pretty darn special. The polygon 
fighters look excellent and will be 
instantly recognisable to 
the fans. Yet as you all 
know, great graphics don't 
mean a thing if the 
gameplay is lame - thankfully 
things are more than healthy. The 
wrestlers are very controllable and their 
moves are easy to access, but best of all 
the fighters, whilst remaining swift, 
feel really heavy and their 
bone crunching moves make 
you wince. Cooler still is that, 
as in the real thing, you can 
cheat to your heart's 
content. That’s right, you can 
stamp on your foe's dangly 


What a bunch of pansies. 


Are the men of the pro wrestling world really as hard as they 
reckon or are they nothing but a load of big-mouthed girls' 
blouses? One thing for sure - they certainly can sweat! 
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Now who’s got girly 
pants on then? 


bits or throw them out of the ring and 
crack their skulls on the railings. 

With various different modes of 
plays including Tag Team, Championship 
and the obligatory Two player, you may 
well be playing this for a long time - 
especially in mate-pounding mode! 

Get greased up for our full review in 
the next issue of Total PlayStation. • 






















































How's about a 
happy ending 

fora, change? 


he planet Earth of 
the future is far 
removed from the world 
we know. Gone are war, 
crime and so on, all replaced 
by a peaceful society - the New World 
States. Yet living in such a happy jolly 
place, walking about being nice to 
everybody and wearing a big toothy 
one all day has its pitfalls. Due to their 
gentle nature, the population have 
been starved too long of a release for 
their violent tendencies and so turn 
their attentions to competitive sports 
for thrills. Yet we aren't talking a quick 
game of footie here - nope, these 


Leap from your burning wigwam and drive 
the swines who totalled your motor. 


futuristic bods want blood! Their quest 
for gore soaked and death related 
mayhem reached its goal, with the 
rather nasty vehicle of pit fighting. To 
begin with, this was a one-on-one 
battle between two vehicles in an 
enclosed arena, empty warehouse etc. 
As the popularity of the sport grew, the 
big sponsors stepped in, elevating the 
sport to a world wide level. 

Each country had their own huge 
arena and of course, their own 
champions. Yet the crowds wanted 
more and so the world leaders gathered 
together and came up with the idea of 
using each of the world’s arenas in a 
knock-out contest named "The Circuit". 
The action would relocate the winner 
of one area to the next, 
putting them constantly 
in competition with their 
fellow drivers. The Circuit 
became the whole planet's 
number one pastime and 
was televised daily, from 
coast to coast. 

Stop that, mate 
The successful drivers 
became heroes and the 
world's youth all dreamt 
of becoming an overall 
champion of The Circuit. 
No one had ever survived 
the Circuit, so the 
ultimate prize was left 
unclaimed - until now! 

Out of this crazy plot 
- and obviously inspired 
by both the massively 
successful Twisted Metal 
and the destruction bowl 
levels of DD - comes 
Mindscape's new wreckin’ 
racer, Necrodome. You 
take the role of a rookie 
driver with everything to 
prove and it is your job to 
J successfully complete 


M out and *<fock bin i 
before he legs If. 


Mindscape 


One 


I each of the 30 massive 
arenas and then go home 
for a nice cup of tea or 
something to eat! 

The game is best 
described as a combat 
game meets DD2. Instead 
of a couple of blokes 
kicking off, you find 

_I yourself sat behind the 

wheel of a highly 
tooled-up large 
vehicle, racing 
around in an 
enclosed space, 
crashing into (or 
simply blasting) a 
few other equally 
well equipped 
machines, until 
only one is left in 
one piece. 

Each different vehicle has differing 
weapons and of course, the usual 
strengths and weaknesses. Now here's 
the cool bit - the mayhem isn't limited 
to driving. At certain points in the 
game when you have disabled another 
racer, you can leave your vehicle and 
take on your foe in hand to hand 
combat - a very nice idea indeed, 
which is sure to enhance its appeal. 

As mentioned, there are thirty 
tracks and a number of selectable 
vehicles. We don't know of any link up 
options at the moment but we reckon 
that they would benefit Necrodome 
greatly, because everyone knows 
playing with a friend is much better 
than playing with yourself! 

Graphically things are looking very 
nice and the plot is unusually good, 
with added FMV and cut scenes to link 
the races. Could be pretty cool - 
guess we'll have to wait and see! • 
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eat-'em-ups are just 
so cool - no matter 
who you are, when 
you plug in your 
joypad you can step 
into the shoes of some of the hardest 
geezers ever to grace the wacky world 
of video games. StreetFighter had Ken 
and Ryu, Mortal Kombat had Liu Kang 
- these pugilists went on to become 
almost cult heroes. We reckon that the 
main draw of the genre was, that you 
could become an unstoppable fighting 
monster and give the competition a 
good kicking, then walk off into the 
sunset with a bird on your arm - and it 
felt really good! After playing SF2 for 
the first time I finally knew what I 
wanted to be when I grew up, I wanted 
to be Ken! So to continue the trend, 
Interplay went about creating a 
fighting game with characters so cool 
and dripping with hardness that you 
would rush out and buy (hopefully). 

The game in question was the 
simply foul 2D beat-'em-up, Clay 


Fighter, with the battlers on 
offer being... animated lumps of 
clay. Hello guys, have you missed 
the entire point here? People 
don't want a fighting game 
where you while away the 
afternoon kicking butt and 
winning over your sweetheart, 
but pay the cost of looking like 
Wallace, from those stop-motion 
cartoon things! 

Clay Fighter's 
goo pugilists were 
incredibly (AHEM!) 
funny caricatures of 
famous faces, like a 
big fat git that 
looked like Elvis (go 
on, laugh then) with 
the rest of the 
bunch being the 
usual cliched old 
cartoon character based fare. They 
adopted the title of Clay Fighter, 
because they were animated from 
sculptured clay models, just like in 
those really cool old Sinbad film - not 
that they would have made a good 
game, Waek Old Film Fightersl 

Whilst being highly flawed and 
stupid, Clay Fighter mowed along nicely 
and was visually cool. Sadly the 
gameplay was so slow and sluggish that 
it killed any enjoyment, yet amazingly 
the game was quite successful on its 
SNES run and as the more intelligent 
readers out there may 
have guessed, Clay Fighter 
is coming to your PSX. No 
wait, don’t turn the page 
quite yet because it's 
looking pretty damn good. 
Now that's a bit of a 
shocker all round! 

Bated breath 
Clay Fighter Extreme 
features more than the 
original 12 characters, 
who sadly do return in 
their hysterically funny 


Prepare 

for the 
hardest 
lumps of 
goo you 
have ever 
seen! 


Now that would be a 
Xmas surprise, eh? 


form. We hope that the new ones like 
Lady Liberty, Boogerman (a secret 
character who appeared in the old 
Mega Drive game of the same name) 
HoboCop - part bum, part cop 
(somebody stop them, please!) and 

the rest of the bunch may even be 
slightly funny - fingers crossed then! 
The main fighting action will again 
appear in 2D but some special moves 
and interactive walls and stages - like 
those seen in the excellent 2D 

fighting title, Mortal Kombat Trilogy 
- have been added, to try to lift this 
sequel way above the usual 2D 
beating fare. 

The in game 
graphics are all 

looking very nice 

and much time has 
been spent making 
full use the PSX 
hardware. Another 
nice touch is that 
this time the in 
game camera will 

not remain static 
but will pan and 
zoom to achieve the best views possible. 

Yet one big question still weighs 
heavily upon Clay Fighter's success - 
will the bizarre humour work? Will it 
win the funniest fighting game ever 
award, or simply have us reaching for 
the off button? You have to ask 
whether the PSX got room for a pretty 
basic 2D fighting game, when it can 
handle 3D action so well. 

We guess this might be a game for 
all you retro fighters out there. Guess 
we'll have to wait and see! # 
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ames Bond 
movies are a 
bit cool aren't 
they? All the 
gadgets, the top 
cars and the sexy chicks. 
Wouldn't that make an excellent 
game? You could finally live out 
your fantasy of saving the world 
and getting the girl. It wouldn't 
even matter if you got captured 
by the baddies, because they’d 
simply tell you their evil plan before 
devising a dead stupid way of killing 
you, from which you then escape and 
kill them. If you were a Bond villain 
wouldn't you just have shot him in the 
head and been done with it? Not tie 
him to a bomb or 
anything. Bang - 
dead, not stirred! Yet 
alas no sign of 007 
on the PSX as of yet! 
Yet wait, what's 
that, a bright light on 
the PlayStation horizon, 
a 3D, highly Bond-esque 
platform romp with visuals 
so nice we’re thinking about 
asking it out for a date! 


Large shoulders, powerful 
thighs and a shiny and totally 
immovable hair-do. What a guy! 
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The much needed Bond burst may 
well come in the shape of Virgin's latest 
title, Agent Armstrong. You take the 
role of the title character, a British 
secret agent, in his never ending quest 
to destroy the evil Syndicate, a rather 
nasty organisation set on corrupting 
and dominating the world. 

The time is the 1930’s, so as you can 
imagine Armstrong is the typical James 
Bond type. Cool, drinks Martini and 
gets loads of chicks. Not a fat sad 
Italian git! the aim's to track down your 
very powerful and resourceful foe 
around the globe, from the foggy docks 
of Chicago to the deep dark Amazon 
jungle. The action plays out in a side on 
manner, with each level having a fully 
3D constructed environment. The 
player can move in and out of the 
screen to avoid baddies, none of this 
tying you up and cutting you in half 
with a laser nonsense. They’ll be 
happy just filling you with hot 
lead! Or you blast them to 
kingdom come with your 
mighty weapon, whichever 
you prefer. Kill, kill and 
maim is our preference! 


Drat and double 
drat it! 

Each of the 30 levels has a 
differing structure, different enemies 
and of course, massive mid and end of 
level bosses to waste. The range of 
missions looks pretty cool, not just 
legging it about and wasting nasties - 
you'll have to perform tasks and race 
against the clock. No time for sitting 
about chatting up Russian birds and 
driving nice cars for this fella. 
Armstrong will encounter aircraft, huge 
robots and even some underwater 
related nasties, with his success being 
replayed at the end of each level in the 
form of a crackly black and white 
movie, complete with a very English 
narration. Good show old boy! 

As you can see by the screen shots, 
graphically the game is looking quite 
lovely with big sprites and a nice 
sideline in spankingly good explosions 
and lighting effects. Amazingly the 
action is also running at an incredible 
60 frames per second, which is double 
the speed of Ridge Racer, Phew! 

Top graphics, some excellent 
presentation, pleasingly daft cut 
scenes and intro FMV but no naked 
chicks jumping about like Bond, 
(shame). And not a plumber in sight! 

Could this be almost too 
good to be true? Let's 
hope not. Full review as 
soon as we get hold of a 
copy, so chocks away old 
chap and remember - his 
name is Armstrong, 
Agent Armstrong. • 


Underwater action, spiced up with a few Q-type 
gadgets hopefully. Exploding flipper anyone? 

























Pump 
up the 
Volume 



his month we were a bit stuck for a compo. What to 
give away? We've done TVs, games, pads, posters, 
everything. The arrival of Soul Blade gave us an idea. 
These days games not only incorporate graphics of 
near IV quality, but audio tracks better than a great deal of chart 
music. Soul Blade is the best yet. Booming orchestral pieces pound 
out but through the average 12" portable TV speaker you don’t get 
anything like the full effect. 

Many PlayStation CDs are packed with audio tracks, so why not 
take advantage. In this end we're giving you the opportunity to 
walk off with a stunning Sony mini HiFi system. The unit has two 
(TOW speakers, double cassette deck, three CD changer, radio with 
40 memory channels and loads of other guff we don’t understand 
(but when the bloke down Dixons explained it, it sounded pretty 
good). Hey - it even has karaoke vocal reduction so you can drive 
everyone you live with errrazy! 

To be in with a chance of winning this monster you simply have 
to answer the Nil i/Sony/PlayStation-relatcd questions on this page 
and complete the tie-breaker... 
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Send you entries to: 

Mill compo, Ioiai PiaySiation, Rapide Publishing, 

14A Union SI, Newton Abbot, Devon 1012 2JS 
to arrive no later than ill May 1997. 

I he winner’s name will he printed in a future issue so don’t be 
impatient and just wait. Oh yeah, and our decision is final, got it? 
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1. What does LED stand for? 

a) Light Emitting Diode 

b) Large Enigmatic Dude 

c) Tottenham Hotspur 

2. Which of the following do Sony not manufacture? 

a) Televisions 

b) PlayStations 

c) Bulldozers 

3. How many sound outputs are there on the back of a PlayStation? 

a) Doesn't really matter 

b) Two 

c) Four 


In the event of a tie complete the following sentence using no more than 
ten words: 


I’ll have a bit of that HiFi action.. 












W ith the massive price 
drop for the Sony 
monster, we can imagine 
there will be loads of new 
owners out there. So, for all you new 
members of the Sony club - or for the 
readers with a very short memory - we 
bring you the full low down on all you 
need to know about the PlayStation. 
The games, the peripherals - and what 
you should avoid! 


All you 
ever wanted 
to know about 
PlayStation, 
but were 
afraid to ask! 


PlayStation \ 
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Getting Started 







Super Puzzle Fighter 2 
Turbo 

More addictive than a Whopper with bacon 
and cheese. Unmatched in two player mode, 
well worth the cash and an excellent use of the 
SF2 license. 

Essential Rating 91% 


Having eagerly unpacked your brand spanking 
new PlayStation you'll have more than enough 
to brighten up your life. However, if you're like 
us you'll still be wanting more. With this in 
mind, we've racked our brains to come up with 
the ultimate guide to add-ons to give you 
more variety than a 
tiny packet of 
breakfast cereal. 


Link Cable 

Have you ever 
played a superb 
death match game 
against a mate on 
Id's classic, Doom ? 

Nope? Well you 
haven't lived, son! 

Even though you need two PlayStations, two 
copies of the game and two tellies, this little 
fella will bring hours of fun. Many of the best 
PSX games have this option which adds a 
whole new element to your fave games. 
Beware - friendships tend to end after a 
marathon session of Doom! 

Essential Rating 80% 


Memory Card 

Want to save your games? 

Don't want to trudge through 
the same levels over and over? 

Well buy a memory card you 
silly little tinker! The cards 
come in various shapes and 
sizes, ranging from 15 save 
blocks to a massive 360, but either way it's 
the most essential peripheral there is. 
Essential Rating 100% 


Multi Tap 

Four player action - few games support the 
multitap but the ones that do are enhanced 
greatly. Not 
really too 
sure about 
this one. It's 
well worth the 
cash - if you 
have four like 
minded friends 
or an octopus 
for a mate! 

Essential Rating 75% 


Mouse 

Very handy when playing 
point and click games, in the 
mode of Broken Sword, as it’s 
far more accurate than a 
joypad. Also very nippy in 
target games, a la Time Crisis. 

Of course, it’s absolutely no 
good whatsoever in Tekken 2 
but you can’t have it all... 

Essential Rating 69% 

Sony Joypad 

Simply the best pads on the market - we've 
tried the rest and this fella is head and 
shoulders above the competition. 

Essential Rating 100% 


Feeling Flushed ? 

For those of you new to the scene, these are the 
games you must have to be cool and in with 
the in-crowd! 

Soul Blade 

Namco's simply stunning beat-'em-up is one of 
the brightest stars in the Sony universe. Buy 
this and you’ll be wearing a large toothy one 
for a long time! 

Essential Rating 100% 


Micro Machines V3 

More fun than popping candy and a can of 7UP 
— now that really is fun! Multiplayer mayhem 
and a rather funky horn noise, cool. 

Essential Rating 93% 


Total NBA '97 

One of the most complete and comprehensive 
sports sims around. Fanatics will die for this 
and it's well worth a look even if 
you're not a basketball fan. 

Essential Rating 90% 
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Monster Trucks 

The best, by far, of the latest trend of off-roading 
related madness. Loads 
of tracks and graphics so 
sexy you'll simply want 
to date it! 

Essential Rating 95% 
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With the increase in trade-in offers and second 
hand software outlets, here are our top ten 
games no PlayStation owner should be without! 
For the best offers shop around, as prices tend 
to vary greatly between stores. 

Tekken 2 

A pugilist's dream - 25 fighters, combos coming 
out of every orifice, stunning graphics and (best 
of all) contains the best fighting engine we 
have ever had the pleasure to play. Simply a 
must have! 

Essential Rating 100% 


Wipeout 2097 

The coolest game ever, top graphics, top tunes 
from the likes of the Prodigy and Underworld, 
fantastic presentation and gameplay. Definitely 
one to show off to all your non PlayStation 


Final Doom 

The golden oldie for the 3D genre but still the 
best. Smooth graphics, baddies of all shapes and 
sizes to waste and the most in your face action 
since you last stood on your cat’s tail! 


Essential Rating 90% 



Die Hard Trilogy 

Three totally different games on one disc; first a 
3D platformer, then a shooting section and it’s 
all finished off with a driving game. Visually 
things are a tad ropy but the value for money 
aspect more than make up for that, matey. 
Essential Rating 94% 



Resident Evil 


Pant-soilingly scary 3D adventure, with more 
blood and guts than a bacon roll from the shop 
down the road. One of the most atmospheric 
games on any system ever. Very cool indeed - 
the ultimate interactive horror movie. 

Essential Rating 93% 




Ridge Racer Revolution 

The sequel to the original top PlayStation launch 
title, which not only improves on the graphics 
and sound but also the tracks and speed. One of 
the finest example of an 
arcade racer. 

Essential Rating 91% 



Pandemonium 

The perfect purchase to bridge the gap between 
16-Bit and 32-Bit genres. Strictly 2D platform 
action but set in a stunning 3D world - easily 
the best platformer on 
the system. 

Essential Rating 89% 


Vile, Big Style 


For all the great games available for the 
PlayStation, there have been a handful of 
releases that were so lame that we'd rather 
listen to Country and Western music, solid, all 
day long, than play these little blighters. If you 
see any of these on the shelf, take two steps 
back then point and laugh. Future free gifts in 
packets of cornflakes! 

Resurrection: Rise 2 

Awful beat-’em-up 
with absolutely no 
redeeming features 
at all! Cack of the 
highest order. 

Avoid 

Rating 1000% 





Skeleton 

Warriors 

Dull, samey platformer 
that would have 
seemed out of date on 
the dear old SNES. 

Avoid Rating 90% 



Road Rage 

Konami's lowest hour. Dreadful racing game 
which totally misses 
the point — it's slow, 
control is sluggish 
and the pop up is 
vile. Pony and trap 
guvnor, indeed! 

Avoid Rating 99% 




Street Fighter The Movie 

This is so bad it's actually quite funny to watch. 
Convince a mate to purchase it and laugh at him 
for about a fortnight. Poo, slow, sluggish and has 
the worst collision detection ever. 

Avoid Rating 95% 



































Bust A Move 2 

Puzzle game spin-off based on 
the classic platform romp, Bubble 
Bobble. Like all puzzle romps it's 
instantly easy but gets very tricky. 
Another brilliant two player game. 
Essential Rating 85% 


Tomb Raider 

Saving the best until last! One of the best next 
generation games around - forget Mario 64, 
this is the perfect example of how a 3D 
platform/adventure game should be. Long m 
lifespan, excellent graphics and a top sort of ■ 
a character - 

smart stuff all round. 

Essential % 

Rating 110% 


Striker '96 ^ 

Easily the worst* 
football game, ever! I JR 

Match day on the I 
Spectrum is better B £ 

than you 

want to throw 20 odd notes down the toilet, 
then this is the game for you. 

Avoid Rating 100% 
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i« ultimate magazine for 
tho ultimate console! 


The biggest, brightest magazine for Nintendo 64 gamers! 


























Soul Blade _ 82 

The complete low down of Namco's latest and 
almost greatest, in our massive review. A class 
act all round and well worth the dosh, matel 

Porsche Challenge _ 88 

Add one of the coolest sports cars ever to a 
Sony disc and hey presto - top driving related 
action and the funkiest horn noise ever. 

Tokyo Highway Battle 48 

Another cool racer. Ain't it always the same - 
wait ages for one then two arrive, tsk. A very 
nice twist on the Ridge Racer genre. 

Total NBA «7 _ 44 

More than just an update, this has to be the 
best basketball game we've ever played. Top 
ball bouncing and tall bloke action. 

Rehe! Assault __ 48 

God awful Star Wars cash in with triffic 
presentation but zero gameplay. Hmmmm, 
that makes a lot of sense thenl 

Psychic Force. _ 48 

A new and very refreshing twist on the tired 
beat-'em-up genre - like washing your hand 
in a flowing stream, well sort ofl 


Power Soccor _ BO 

Revamped version of one of the finest examples 
of football ever seen on the PlayStation, even 
down to the tongue-in-cheek commentary. 

Descent 8 _ B8 

Yet more of the 'hang on everything is upside 
down, oh wait a minute, I ami' gameplay. Not 
a whole lot better than the original. 

Speedster. _ B4 

Bit of a disappointment really, coming from 
those Gaming Gods Psygnosis, but still a rather 
nice top down racer all the same. 

Toot Drive on goad....B8 

The cause of many a fight in the office this 
month - Miles loved it and James loathed it 
Make of that what you will! 

Space Jam _ BO 

Daft but enjoyable basketball romp, which'll 
appeal to little kids, which is probably why the 
boys liked it! 

The PlaOnum Range....BB 

Brief rundown of the latest budget titles 
that'll be packing the shelves of your local 
games shop. Are they worth the dosh? 


Epidemic... _ 80 

Big robot action that the Japanese seem to 
love so dearly. Very strange place, Japan... 

King's Field _ BO 

Old fashioned RPG that'll appeal to those 
readers with a touch of grey in their hair. 

Crusader ............_ B1 

Vile, isometric shoot-’em-up that makes 
Project Overkill look like a masterpiece! 

Hyper Match Tennis ..81 

Okay tennis sim but really little more than a 
copy of every other tennis game out there. 
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We simply had to show 
you some shots of the 
nothing short of 
stunning intro. As they 
say, a picture says a 
thousand words - so 
we'll just shut up then! 
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cut/asses and 
keep hold of 
your pants 

— Soul Blade 


is here and it 
looks like a 

/•ea/doozy! 
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ertain infamous 
'museum' games not 
withstanding, any 
new Namco titles are 
generally treated with 
the utmost respect. After all, not only is 
this the company chosen by Sony to 
spearhead its PlayStation software 
onslaught but their track record to date 
speaks for itself. They've been a little 
bit quiet recently, what with Rage 
Racer slipping back but Soul Blade has 
been perhaps even more widely 
anticipated. If you can imagine Tekken 
2 with the addition of being able to 
smack seven bells out of your 
opponents with dirty great swords, 
instead of farty poncing about with 
punches and kicks, you'd be in the right 
department. However there's still some 
way to go to reach the checkout... 


The story concerns ten 
mighty warriors in search of 
the fabled sword, SoulEdge 
(the game's Japanese title - 
why they felt the need to 
change isn't entirely clear). 

This coveted prize is 
believed to hold incredible 
power but, possessed by evil 
spirits, everyone on record as having 
come into contact with the SoulEdge 
has come to a sticky end. Unperturbed, 
our various heroes pursue the Edge for 
their own reasons. They're the usual 
Japanese mix; apparently sweet looking 
girls, great big butch types, dashing 
warriors. Each seeks the Edge for a 
reason - some good, some bad - from 
the secret behind the death of one’s 
parents, to others who simply want to 
wield its mighty power. 

Better late 
than never 

We had a few hiccups 
getting our review copy 
in time for this issue 
(which are far too boring 
to go into). Suffice to say, 
when it did finally arrive 
it was a case of 'this 
better blooming well be 
worth it'. In such 
situations it might 


Michael, stick to the 
song and dance mate. 


The old broadsword stuck in the 
paving stones manoeuvre. 


happen that an actually decent game 
will be viewed in an unpleasant and 
unflattering light but what happened 
next was quite remarkable... Mere 
moments later, we were basking in the 
glory of the most stunning rendered 
intro sequence yet seen on a home 
system. Breathtaking doesn't go far 
enough. If you thought Tekken 2 had a 
good front end, this will simply blow 
your mind. Epic cinematic scenes, 
seamless movement and a suitably 
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What can I say, I'm a massive fan of Soul Edge in the 
arcade and must have put the price of a small country 
into its hungry slot! When this game was announced 
for the PSX, I have to admit that I had some doubts 
about whether an arcade perfect conversion was 
obtainable. Yet this far excels the arcade board in 
every way — the graphics, sound and great intro make this the 
ultimate Tekken 2 beater. If I had reviewed this, I would have given 
Soul Blade 100%. Sell a vital organ to buy this fella, ifs cool! 




Him and his Korefuji! If I had lop for every time he's given 
someone a nasty nick with that thing I'd be a millionaire. 



majestic soundtrack assault 
every sense and leave you 
wondering what the hell 
you've been doing with 
your life for the last ten 
years... They don't get this 
on the N64! 

Of course, as Oscar Wilde 
once said, 'a fab intro does 
not turn a pile of mouldy 
old rabbit droppings into anything 




more than a pile of mouldy old rabbit 
droppings, with a fab intro'. At least I 
think that's how it went. Now there 
was a bloke who knew what he was on 
about! But I digress... 

More old Tosh 
The same old TeMen-with-swords 
comparisons will obviously be made 
but it doesn't take 
more than a couple 
of goes to realise 
that it's more in the 
Toshinden vein. 

Actually that's not 
quite fair, let me 
rephrase it. This is 
actually everything 
Toshinden wanted 
to be - but wasn’t - minus the 
projectile attacks. Tekken 2s characters 
possess many lengthy combos and to 
really master a character, it's vital to 
have one or two ten-strings up your 
sleeve. The combos in Soul Blade are 
shorter and very much faster, so there's 
more attack-defend-attack as the two 
characters trade blows. This means a lot 
of emphasis is put on the 
ability to defend - a button is 
employed for block rather 


than just pulling back. 
This takes some 
getting used to but 
actually works okay. 

Each character has 
three basic moves - a 
kick and two weapon 
swipes. Combining 
these with multiple button presses and 
pad directions accesses the many 
moves, a goodly number of which are 
included in the very Tekken 2-esque 
practice mode. Moves are accessed 
slight differently though - there are 
lots more ‘hold down several buttons at 
once' type moves and not just for 
throws. Timing also seems rather more 



Heishiro Mitsurugi 
"Lone Swordsman" 

Nationality: Japan 
Height: 168cm 
Weight: 59kg 
Age: 22 
Fighting Style: 
Mitsurugi 
Weapon: Korefuji 
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Voldo 

"Hell Guardian" 

Nationality: Italy 
Height: 183cm 
Weight: 79kg 
Age: 43 
Fighting Style: 
Own Style 
Weapon: Katar 
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"Underground Hunter" 

Nationality: Japan 
Height: 170cm 
Weight: 55kg 
Age: 22 
Fighting Style: 
Dream-Slashed Sword 
Weapon: Katana 


Seung Mi Na 
"Heart and Soul" 

Nationality: South Korea 
Height: 159cm 
Weight: 46kg 
Age: 16 
Fighting Style: 

Seung’s Long Blade 
Weapon: Zanbatoh 


Mmt 

Li Long 

"Rage of Executor" 

Nationality: China 
Height: 168cm 
Weight: 55kg 
Age: 24 
Fighting Style: 
Matchless Dragon 
Weapon: Snakewind 
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Skirt-flapping slashes fail to impress the mighty thewed, 
dead-cat-hat wearing, manly vision that is Rock. 


difficult to get to grips with, so any 
time devoted to practice mode will be 
time well spent indeed. 

If you own Tekken 2 (and if you 
don’t you better sort yourself out) 
many of the options will be familiar to 
you. There's the standard arcade mode, 
in which you go up against all ten 
characters in random order, followed by 
the evil pirate Cervantes and finally the 
evil spirit of the SoulEdge itself. Versus 
mode is obvious. There's also a team 
battle, in which up to five characters 
can be chosen by each player in a sort 
of tag match. 

Are you sitting 
comfortably? 

New and exclusive to the PlayStation 
version is Edge Master Mode, which 
basically sets the sequence of fights out 
against the background of a story. 


There’s another twist though. Rather 
than being nothing more than the 
arcade mode with added waffle, each 
fight presents a different challenge. For 
example, in certain rounds opponents 
are so strong, the only way to beat 
them is to knock them out of the ring. 
Part of Sophitia's story involves her 
unwittingly taking some poison and in 
the following fight her energy 
constantly drains away. Another battle 
takes place after a long hike, so she 
only starts with a tiny fraction of 
energy. Yet another battle can only be 
won by using throws. This is one of 
those games where, to a certain extent, 
the random button-bashing technique 
(You call that a 
technique? - use 
more Appropriate 
Terminology. Ed) is 
quite effective but 
Edge Master Mode 
forces the player to 
learn and master 
the various moves 
properly. Whether 
or not you get a 
different ending 


from the arcade mode we couldn't tell 
you, 'cause we haven't finished it yet 
but we’ll keep plugging away. 

That's all folks 
Speaking of endings, in keeping with 
the rest of the awesome presentation 
each characters' finishing sequence is 
similarly superb. Unlike Tekken 2 these 
aren't rendered but use the same 
textured polygons as the actual game. 
The cool thing is they're not all of the 
'happily ever after’ variety. Several 
characters, having fought all the way 
through the game, then come a 
cropper at the hands of the SoulEdge's 
evil spirits. Strange that only the girls 
seem to come out of it smelling of roses 
- they go all mushy, meeting their long 



Sophitia Aleandra 
"Emotional Goddess" 

Nationality: Greece 
Height: 168cm 
Weight: Secret? 

Age: 18 
Fighting Style: 

Athena 

Weapons: Short Sword 


Siegfried Schtauffen 
"Innocent Darkside" 

Nationality: Germany 
Height: 157cm 
Weight: 48kg 
Age: 16 
Fighting Style: 

Own Style 

Weapon: Zweihander 
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Hwang Sung Kyung 
"Hero in the Warlike Age" 

Nationality: South Korea 
Height: 171cm 
Weight: 60kg 
Age: 25 
Fighting Style: 

Seung's Long Blade 
Weapon: Long Sword 
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Girly Fun 


Choose your Uestiny _ 


Soul Blade looks excellent on the PlayStation; a 
fantastic conversion of the arcade classic. Pm a big 
fan of fighting games and an even bigger fan of 
games with great big metal swords, that you can 
whack your opponents about with. Soul Blade is by 
far the best ever game of its type, with a vast amount 
of differing weaponry. As a PC owner, Pm almost tempted to nip down the local 
computer shop and get a PlayStation, just so I can go home and play it... 


Badness 
for the 
boys 


2097 and Legacy of Kain 
have been pretty spangly in 
the aural area but this is in 
a different league. From 
the rousing anthem during the intro to 
the varied orchestral pieces during 
combat, plus loads of ambient incidental 
stuff, it puts a lot of movies to shame. 

As an arcade conversion you 
couldn't ask for much more, albeit in a 


mildly sanitised form. The question of 
whether or not it's better than Tekken 2 
will be argued for a long time. 
Personally I say no. The action lacks the 
sophistication of Namco’s earlier release. 
There's a great temptation to write Soul 
Blade off as a flashy but ultimately 
limited slash-'em-up but there are 
many more moves than you might 
think. Unfortunately, button-bashing is 
rather too effective - even against an 
experienced player, you always stand a 
chance by just hitting the buttons as 
quickly as possible. The reason 
is the speed of the attacks, 
as opposed to say Tekken, 
which hardly leave any 
time to react. More often 


lost fathers, playing with chirruping 
birdies and generally being totally soft. 

At this point mention must be given 
to the soundtrack. Games like Wipeout 


Definitely a game for the ladies! Here's a perfect example of 
the mistreatment we fellas get. The lass' ending is all happy 
jolly and lightly whipped, with added cream, and the 
poor old bloke gets possessed by evil spirits for his 
trouble. Now that's hardly fair now, is it? 


High-leaping, sword-sweeping, blood-letting action — and 
with a rather superb soundtrack to boot! 














































than not, it's a case of anticipating and 
blocking where you think the next hit’s 
coming from. Sometimes you’ll guess it 
right, other times not. Some might 
claim it’s simply an element of the 
gameplay but it’s also rather frustrating 
after a few goes. 


possible to button bash all the way 
through on easy mode to see 
everyone's endings. Why not only show 
endings in normal or hard mode? 
Otherwise the longevity of the game is 
limited for single players. After all, once 
you've watched a character's ending 
there’s not a lot more 
you can do with ’em. 

But enough of the 
moans. Soul Blade is 
truly a stunningly 
packaged and well 
presented product 
which oozes quality 
from every pore. If you're 
bored of Tekken 2 or just 
fancy a slightly new slant on 
the old one-on-one combat 
theme, this is the game to go 
for. If only every new game 
were this lavish! MILES 






































wo words simply sum 
up the awesome 
machine that goes under 
the mantel of a Porsche - 
'chick' and 'magnet'! If ever a 
vehicle came with the guarantee of 
pulling it has to be the sleek, shiny 
body of a Porsche. The problem for 
most of us is that unless there's an 
unfeasibly massive lump of change 
jangling about in the old back pocket, a 
spankingly new pulling machine is way 
out of our price range! However if 
you're lucky enough to have about 35 
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Under the bonnet 





an instant burst of pure 
adrenaline. Hammering 
around a track, the wind in 
your hair and shades firmly 
in place, leaving the 
competition in a cloud of 
dust By coincidence this is 
actually a virtually perfect 
description of Sony's latest. 

Porsche has always 
been held in high regard by motor car 
buffs and has maintained its rather 
cool image. So it seems natural that 
Sony, the producers of the world finest 
console, should turn their attentions to 
producing a tie-in game. To coincide 
with the release of the latest Porsche 
model, the awesome Boxster, Sony and 


Oh god, which Is mins? 
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This is stunning. I didn't think a driving game could still impress this much in 
the looks department and even better the gameplay is right up there with the 
stunning visuals. Perhaps the cars feel a bit weightier than they should — 
sometimes you feel more like you're 
driving a Land Rover — but there's a lot 
of skill involved and with multiple skill 
levels a huge challenge. Oh yeah, and 
then there's the two-player mode... 
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Engine: 5 speed horizontally opposed 6 cylinder, DOHC four 
valves per cylinder, all aluminum, water cooled. 

Displacement: 2.5L. or 2,480cc Horsepower: 201 at 6,000 rpm 


Weight: 2,550 lbs 
Wheelbase: 94.5" 
Length: 162.7" 


Width: 68.5" 
o-6omph: 6.8 seconds 

Top Speed: 149 mph 


grand lurking about in your wallet (and 
are prepared to go on the two year 
waiting list) you never need be lonely 
again. Alternatively, Sony are offering 
you the chance to own your very own 
Porsche for under 50 notes with their 
new racer, Porsche Challenge. 

Unfortunately, even though you'll 
finally get behind the wheel of this 
dream car, the game will do nothing-for 
your pulling power! Believe us, we 
tried. The moment the disc arrived we 
grabbed a copy and went out to chat 
up some of the locals. Hey baby, check 
out my cool Porsche, we said, waving 
the black disc in her face. Sadly the 
response was less than enthusiastic. 
Put it this way - Miles will be 
walking strangely for at least a 
fortnight, maybe more! 


Want a new girl? 

Even though we can't promise that 
Porsche Challenge will sort out your 
love life, we can assure you that you’ll 
get hours and hours of enjoyment, as 
the game is excellent. 

We receive an almost endless stream 
of driving games and for the most part 
they always fail. It seems very strange 
that few programmers have grasped 
the simple concept of a racing game. 
You don’t want to be bogged down 
with stats and options. All you want is 


Looks like a bit of a 
wobble out front 
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After speeding around with your Boxster mates, it’s nice to 
relax and look rather attractive in a nearby car park. 


the German company got 
together, had a nice cuppa 
and threw a few ideas 
about. The result is this 
very game, so as you can 
imagine the finished 
product has all the class 
and fine paint job of one 
of the premier car-making 
maestros' real motors. 
Break like the wind 
From the moment you press the on 
button and the disc spins to life, you 




know you're in for a wild ride! 

The first thing that strikes you 
is the highly polished 
presentation. Even the options 
screens have animated 
backgrounds! The player has 
only the one vehicle to race in, 
the Boxster as you might have 
guessed, yet the overall driving 
ability is different for each. No 
wait, we'll explain. This may 
sound very peculiar but the 
racing involved is far more ' 
character based than any other driving 
game we've ever seen. Performance 
and handling is determined by your 
choose of drivers. Even more amazing is 
that out of the six selectable drivers, it 
would seem the female drivers are far 
better behind the wheel, you wot? 

There are different race options on 
offer. Championship race pits you 
against the other characters, 
where you need to obtain pole 
position to gain access to the 
next track. You can also 
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Dan 

Dan: Kick boxer 

Nationality: American 
Age: 28 
Driving Style: 

Relaxed on the road, but don't 
mess with him off them! 

Favourite Music: Jazz and Blues 


Beats 

Beats: DJ 

Nationality: English 
Age: 25 

Character: Drives for kicks but 
not aggressively. Handbrake turns 
a speciality. 

Music: Hip Hop, Drum and Bass 




practice a single race around one of the 
courses or finally, there’s the Time Trail 
where you race against a ghost car 
which follows the movements of your 
fastest lap. You're then thrown head 
long into the race, none of this nancy 
boy, wait for the green light either. It's 
a rolling start as you begin in your 
moving vehicle, with the camera slowly 
panning back to reveal another Boxster 
pulling up alongside. 

The two motion captured drivers, 
whose mannerisms perfectly reflect 
their personalities, then exchange some 
racing-related banter and the race 
begins in full. 



Taka- bo: Hacker 
Nationality: Japanese 
Age: 17 
Character: 

Like his personality, Taka-bo's one 
cool and clinical driver! 

Music: Acid Trance 
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Well tough 

The in-game action can be viewed from 
one of the three selectable views; above 
behind, behind or on the bumper. 
Whilst being far more practical, the 
external views do 
slightly slow the 
frame rate down, 
probably due to the 
amount of detail in 
the cars. The bumper 
view is a monster 
though and the frame 
rate goes into 
overdrive. This will 
appeal to people who 
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drink Pepsi Max - adrenaline overload, 
duder! There are four tracks on offer; 
USA - set in a coastal resort, Japan - 
complete with flicking neon signs, 
Alpine - a snow bound nightmare and 
the Porsche test 
track in Stuttgart, 
all of which have 
been very well 
conceived with 
features such as 
the undulating, 
roads, the banked 
corners and very 
sharp bends all 
helping to provide 
a considerable challenge. Visually the 
game can't be faulted. It moves at a hair 
raising rate with only a limited amount 
of pop up. To truly take in the amount 
of time that’s been put into each track's 
design, it’s best to watch a mate play 
because the action is so in-ya-face 
there's no time to stop and take 
in the views! 

It's only a game 
When the four original courses 
have been completed, new 
sections of track will now be 
opened, much like in Ridge 
Racer. This may sound a little 
lame but the these unraced 
section are even harder than the 
originals and will undoubtedly 
add even more hours to Porsche 
Challenge's lifespan. 



Nikita 


Nikita: Journalist 

Nationality: French 
Age: 26 

Character: She’s a wild child and 
a wild driver! Ambitious about 
winning, but otherwise calm 
Music: T et hno 



Marco: Mechanic 
Nationality: Italian 
Age: 23 

Character: Very technical driver, 
but you’ll never qu U know how 
he’ll react when provoked 
Music: led <. Rock 



Not wanting to short change the 
punters, Sony have even included a 
split screen two player mode which is - 
as always — rather tasty and two very 
different routes through the game; 
arcade and simulation. As usual the 
Arcade mode is aimed toward the 
beginner - it’s more forgiving and the 
vehicles seem slightly heavier. We 
suggest you head straight for the 
Simulation mode which is aimed at the 
pros — although we found it much 
easier and the cars handling much 
improved too, oh well! 

To conclude, the PlayStation is 
home to more than its fair share of 
driving games, the market being pretty 
much tied up by the Ridge Racer 
games and the many top Psygnosis 
titles. Yet Sony have again proved their 
worth, having learned from the 
competition before unleashing one of 
the best racing games for the 
PlayStation, period! 

Highly recommend to all and may 
prove some very stiff competition to 
the up and coming Rage Racer. Shame 
it won’t help you pull the chicks but 
still, can’t have it all, Tiger! JAMES 



Rachel: Model 
Nationality: Swedish 
Age: 19 

Character: Don't mess with her, 
or you're gooing to regret it. 

Nuff said. 

Music: Chart Stuff 


























Miles Bays... 

The similarities to Ridge Racer are immediate but Tokyo Highway 
Battle still has plenty to offer — more tracks, more realistic 
handling with real weight to the cars. The best bit though is the 
ability to use money won in races to buy new cars, and even 
soup them up in the speed shop. Do you spend that cash on 
your existing motor or save up for a better one? Decisions, 
decisions. Oh, and apparently the tracks are based on actual 
Tokyo Highways as well! Excellent fun, well worth a look. 


COURSE SELECT 
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KOSOKU VANGAtt 2 LAP 


NAME 10 

C.AR TYPE 1 


adrenaline rush from 
Hell! 

As you would have 
guessed, this suicidal 
form of racing is highly 
illegal - not to 
mention flipping well 
dangerous - but highly 
cool! So a Japanese 
PlayStation version was produced and 
has sold like spiced sushi. Now all the 
like-minded Japanese could safely take 
part in battle racing without running the 
risk of offing themselves in the process! 

Green, green 
grass of home 

Could such a game cut the mustard 
over here in the not-so-mad world of 
UK PlayStation? You bet your butt it 
could! Tokyo Highway Battle is what is 
technically described as a nice surprise. 

When you first see it, it's very 
easy to dismiss it as a Ridge Racer 
rip-off. To be 

honest the mighty 
RR has been the 

rather obvious 
inspiration for this, 
with its almost 
identical graphics 
engine, the track 
design, the way the 
sun slowly sets in the distance and 
the option screens. You can even 

make the cars spin faster by 

pushing the collar buttons! Yet 
when you push the pedal to the 
metal and the race begins, the 
parallels stop. Firstly the cars seem 
to carry far more weight than in 
Ridge, the laps are much longer, 
the external view is actually 


playable and the 
nicest touch is the Al 
of the other vehicles. 

THB places you in a 
one-on-one race with 
another driver, the other 
vehicles on the tracks are 
simply civilians on buses, 
in lorries or just out for 
an afternoon spin. This not only makes 
the races far more objective but adds to 
the lifespan. With a single opponent 
you tend to almost ignore the other 
vehicles and constantly aim for your 
foe. Sufferers of road-rage beware, 
because when that little git passes you 
just on the finish line, you want to 
scream! Yet right after you've shouted 
your lungs out you instantly restart, 
thinking ‘this time I'll have ya, mate!' 

Another incentive to restart is the 
intelligence of the opponents, they take 
every opportunity to ram you off the 
track and steal the lead. The moment 
when you finally crush him against the 
barrier is an almost religious experience. 

THB has chosen to move its action 
away from beating lap times and 
crossing the line ahead of the pack. The 
game truly is a battle, a battle of wills 
and driving skill between you and the 
machine - dum, dum, dah! 
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Go like a crazy Japanese 
death-wish boy racer! 




Ever fancied power-sliding 
your motor in some peak 
time traffic? Nar, us 
neither. That's because 

we're not mentals 


he latest craze to hit 
the Land of the Rising 
Sun, is ‘highway battling'. 
It can best be described as 
total and utter driving- 
very-fast-a round-the-middle-of- 
Tokyo-related madness! It would 
appear that a group of Japanese car 
fanatics have got together and created 
their very own motor sport. 

We've suspected it for a very long 
time and this only goes to cement it - 
those Japanese are totally barking! 

Only in Japan 
would you get bods 
driving very high 
powered sports 
cars in a mental 
competitive race 
against a friend, 
through the very 
busy streets of 
Tokyo (Well, that’s 
probably because 
Tokyo's in Japan - 
Ed). Not content 
with having to avoid buses, lorries and 
all the other traffic, these loonies also 
find it necessary to power-slide around 
every single bend, yikes! Pepsi Max 
drinkers have nothing on these guys - 
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Cars for the stars 

Some of the rather spanky vehicles on offer, but we don’t know an Audi from a Volvo so we made up the names! 
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Nice Blue One 


Alright White Fella 


Purple Estate Thingy 


Hated Black Number Greeny-Coloured Car Very Sporty Yellow One 
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The advanced Al of the other vehicles means 
you'll have to be power-slide wizard to win! 


Once you manage to get 
to grips with the controls, 
you'll start kicking butt and 
gaining access to further 
tracks - six in total - with 
yet more nasty Okaza to race against 
and shout swear words at. Another 
nice inclusion is that you can modify 
your chosen racer from a selection of 
twelve using the rewards you receive 
for victory to make it the hottest little 
fella on the road. 

Tokyo Highway Battle is a real 
shocker, seemingly coming from 
nowhere and winning us over instantly. 
Buy this fella whilst you wait for the 
release of Rage Racer, so you too can 
stare death in the face and shout 'Give 
me all you’ve got I can take it!' Well, on 
your PlayStation that is! JAMES 
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Git down 

Right, complaint time! The control 
method is, to start with, a nightmare. 
As mentioned earlier, the vehicles have 
added weight, and thus handle 
differently to how you'd expect. Also 
to keep in line with the real-life race, 
the player must power-slide around 
almost every corner. So instead of the 


old brake-then-accelerate trick, the 
designers have included a drift button 
which enables you to do a massive 
power-slide with ease. 'Great,' you 
think. Well actually no, not really, 
because once you've gone into one of 
these drifts it's almost impossible to 
pull out of them, so it’s a case of 
waggle the joypad and pray! 


You can race and rage around 
reproductions of Tokyo's streets. 


CAR SELECT 
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The best gameplay, the best graphics and the 
most comprehensive commentary — hurrah! 


Let me take 
you for a 
ride, a 
Slamtastic 
voyage — 
Errr, maybe 
not then! 


here is something 
very special about 
sports that have their roots 
in American culture; NFL 
football, baseball and 
basketball. They just seem to have so 
much more excitement, more gloss and 
thrills then anything we English come 
up with. Now honestly, which would 
you rather watch - a basketball game 
in a huge stadium, the glow of the 
lights warm on your face, the massive 
replay screens, the excitement slowly 
generating in the crowd and the smell 
of hot dogs in the air... Or standing in 
the rain watching a Sunday afternoon 
football match in the playing field 
down the road? 































Before antf After 


Total NBA has undergone a major face lift over the last 
twelve months, and is now looking sexier than me and Miles 
put together - now that ain't a nice thought! 


You'd be watching the basketball 
game, right? Yep, of course you would. 
Yet getting across the pond to actually 
plant your butt in a stadium to watch a 
game is another matter, 
airfares and everything 
may work out to be a 
little expensive. So alas 
you'll have to make do 
with the usual rainy 
afternoon of football. 

Or will you? 

Well we think not 
.because what must be one of the best 
basketball games ever has bounced it's 
way into our office. 

Total NBA '97 is the updated version 
of TNBA '96, which at the time was the 
benchmark basketball title. It perfectly 
reproduced every aspect of the sport, 
even down to the sound of trainers 
squeaking on the polished floor. It was, 
and still is, an excellent example of how 
a sports sim should be, visually 
pleasing, very polished and more 
playable than should be allowed! Well 
sadly Total NBA ‘96 has been retired 
and is currently sat on a sunny beach, 
drinking a cocktail. 

Aba 11 Bball Cball 
Many b-ball titles have come and gone 
in the past year but none have achieved 
the feel of TNBA '96. Yet as we all know, 
it is no longer 1996, so it would seem 
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logical for Sony to 
now re-release the 
old game with a 
seven in the title. 
Yet the addition of 
a big number seven 
isn’t the only new feature, the only 
element of the original that's remained 
is that it’s a basketball sim. Normally 
this isn’t the case with up dates - the 
usual fodder are little more than cheap 
and lazy re-issues of exactly the same 
game, with a few new characters and 
stats. Yep, what a complete rip off -40 
notes for a couple of new 
players! Well coming from 
Sony, you would expect 
much more, and boy does 
Total NBA '97 deliver! 

Everything about the 
game is brand spankingly 
new, even the excellent 3D graphics 
engine has had a major facelift. The 
players movement have once more 
been motion-captured and now each 
player's face is photo-realistic - 
though- this doesn't make much 
difference to us, as we don’t know our 
Michael Jordans from our Michael 
Barrymores. (There is definitely a joke in 
there somewhere!) To add further 
realism to the proceedings, the courts 
have also been improved and now feel 
far bigger, and there are also additional 
stadiums for the different teams. The 
feeling of realism is also greatly 


enhanced by the much needed 
improvements to the in-game 
commentary. This was one of 
the low points of the first 
game but now each player 
and play is accounted for - 
which will mean far more of 
that bloke shouting! 
Dunkin' 
good stuff 
The one area of Total NBA '96 
that we thought couldn't have 
been improved is 
the top playability. Well 
amazingly, almost every 
element has been souped up, 

- the fluid control has now 
incorporated a new sneaky 
play button. This, when 
pressed, will cause the player 
in the possession of the ball 
to perform a fake play, which 
will thus avoid a tackle. With practice 
this button becomes as useful as the 
dunks, which remain as breathtaking as 
before in their close-up action replay. 
The only complaint that we have about 
Total NBA ‘97, is that to 
compensate for all your 
increased play options, the Al 
of your opponents has been 
improved accordingly, D 'oh. 
We grudgingly admit that 
this makes for an increased 
lifespan - but it also increases your 
need to drop to your knees and scream 
your lungs out with temper! 

All you NBA fans out there will be 
rather toothy to hear that all the new 
players and their averages and stats 
have been included or updated. 

All of these new features just add 
further to what has to been the 
ultimate basketball sim on any system. 
It's highly recommended, both to fans 
and for gamers that fancy something 
different! Whichever category you fall 
into, we think that you'll be far from 
disappointed, class! JAMES 
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ow this is a text 
book ease of very 
bad timing. Virgin's 
latest Star Wars tie in 
arrived the day after 
we'd experienced the sparkling glory of 
the ultimate version of the ultimate 
Sei-fi movie, Star Wars: The Special 
Edition. So as you can imagine we were 
still a-buzz, our minds filled with such 
images as Mos Eisley with all its new 
computer generated trousers on, and 
our Darth remaining as cool as ever. So 
with much raised expectations, we 
slapped the disc in the drive. From the 
excellent intro, complete with the 
actual costumes last used in Return of 
the Jedi, and the original musical score, 
this screamed Star Wars. We were 
suddenly overcome with a warming 
feeling of joy, and settled back in our 


The pick of the paltry 


Which of the levels are 
actually any good? Well come 
with us and we'll take you 
through some of the levels - 
how about that for service! 
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1 must be one of the few saddos who actually enjoyed the 
original Rebel Assault — on the Mega CD of all things. Well, 
for a bit anyway. Ya see, back then an 
orchestral soundtrack and FMV spooled off 
CD was still quite impressive. Rebel Assault 

2 has all the latter day cosmetic gloss you’d 
expect but the gameplay hasn’t changed a 
jot. Simplistic, uninvolving and lacking in 
any sort of long-term challenge. Whoops! 


Textured rocks 
like you wont 
believe, manl 


chairs ready to be well and truly 
entertained for hours. 

Well yes, for a little while the 
excellent presentation, cut scenes and 
the limited (but still enjoyable) burst of 
Tie Fighter blasting of the first level had 
us smiling. Yet about half way through 
the second, a thought suddenly hit us. 
Wait a minute, this game has no 
gameplay! And by golly, we were right! 

Unfortunately Rebel Assault 2 falls 
into the same trap that has befallen so 
many of these so called interactive 
movies; lurvely visuals and bugger all 
gameplay. The rather poor amount of 
interaction you do have, is limited to 
moving an on-screen cursor or taking 
control - allegedly - of a couple of 
mighty spaceships. The flight sequences 
are little more than moving a sprite 
upon a video sequence background - 
yeah, blinding! 

Why do we have to 

RA2 is a group of half-hearted sub 
games, backed up with twenty or so 
minutes of FMV, then lumped onto a 
couple of black discs and put out for 50 
notes a throw! In all fairness RA2 does 
have its good points. As mentioned, the 
FMV presentation is flawless and if it 
wasn’t for the totally cack actors, you'd 
think that you were watching the new 
Star Wars movies. There are some nice 
touches to the gameplay, when you 


finally find some, like the 
way your laser cannon can 
scorch the walls. If you 
have enough time on your 
hands you can even write 
dirty words on the walls 
and stuff, which is always 
nice! It is also obvious that 
a lot of time has been spent 
on the design of the cool 
in-game graphics and 
especially on the FMV. But 
as the old expression goes: 
looks ain't everything! 

Unlike most FMV based 
games the lifespan is 
worryingly short, with our James 
completing the game, on the default 
difficulty setting, in just over an hour - 
losing only one life! Which isn't 
actually the best value for money, now 
is it? Another massive flaw is the linear 
nature of the game. The enemies come 
from the same position each time and 
the spaceship sections have very little 
interactivity. 

Endure cack like this? 

Now we swear that this is Bible truth, 
but whilst playing the game on Easy, 
we took a phone call and forgot to 
pause the action. And 
when we returned to the 
game, we hadn't been 


Marvel at the excellent graphics as your arm 
swings smoothly from side to side. Yep, that’s It 


killed but had actually completed the 
level! Flmmmmm indeedy! 

Just like Virgin's earlier attempt at 
being Darth ft Co to the PlayStation: 
Dark Forces, RA2 is an almost straight 
port of the PC version, with the small 
addition of external view on the flying 
sequences which - whilst looking the 
dog's bits and bobs - is totally 
impractical and makes targeting a 
nightmare! With the PC version being 
well over 18 months old, everything 
does seem a little out dated, leaving the 
player with little desire to replay after 
completion - there's no need. 

We really wanted to like this 
game, but as with Dark Forces 
we were very disappointed. 
Maybe a classic movie like Star 
Wars has far too much scope to 
be converted into a game, as 
every attempt thus far has failed. Yet 
we guess that won’t prevent further 
cash-ins... oops, we mean tie-ins being 
released, what a shame! As for the force 
being with it, alas no, we think it's 
scarpered off up the pub! JAMES 
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riginality is a word 
that you would not 
i |' normally associate 

# with a PlayStation 

fighting game. Most of 
the beat-'em-ups that land on our 
desks are just cheap copies of the true 
classics of the genre. Lets face it, 
Namco's Tekken 2 and Soul Blade are 
sat on top of the fighting castle, 
weeing upon all that is below! These 
top titles seem to act as the blue prints 
for almost every game that follows, 
with programmers seeming happy to 
poach ideas from various games and try 
- in vain - to gel these concepts into 
a new title. Namco are actually best 
described as the KFC of the fighting 
genre. No wait, before you call for the 
men in white coats let us explain! KFC 
have that special coating on their 
chicken, which everybody else wants to 
copy but can never get right, just like 
the Namco beaties - see, we told you 
this would start to make sense. 

Fighting games remain massively 
popular, so we guess we’ll have to 
endure playing cheap Tekken copies, 
until that elusive Tekken -beater finally 
arrives. Unless of course, somebody 
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actually tried to create a new twist on 
the genre by changing the age old 
beat-'em-up style. Nar, no-one would 
be brave enough to break with 
tradition - would they? 

Scampi Fries 

Thankfully, Acclaim have seen the light 
and have done the unthinkable - drum 
roll please - they have produced a 
highly original variation on the tired 
old fighting game! 

Psychic Force breaks the bounds of 
the norm and sets the one-on-one bout 
in a closed in environment. Not only 
that, the weirdest bit is that the 
fighters have full freedom to float 
around in the enclosed arena! Yep, you 
read that right, the 
pugilists aren't limited to 
keeping their feet on the 


ground - gravity doesn’t effect 
these fellas, no siree. 

Psychic Force's fighters are 
members of an elite group of 
manga-esque fellas, whose 
mighty psychic powers have 
lifted them to the level of super 
heroes. The whole game is very, 
very manga inspired, from its 
excellent cartoon intro and 
production design to the in 
game characters. No doubt this 
will make all the fans of these weird 
toons go weak at the knees and as for 
the non-violent and non-sex filled 
cartoon fan... Oh, come on, who doesn't 
love these barking manga movies? 

We won't even bother going into 
the storyline because it’s bleeding mad 
and would take up the entire spread! 
All you need to know is that these fellas 
can float about and thus fire off 
massive projectiles, in 
the form of pure 
psychic energy. Each of 
the characters has 
their own reasons to 
take part in this 
tournament and these 
are explained in the 
story mode. This mode 
injects little bursts of plot between 
each fight and concludes with a 
different end sequence for each of the 
various characters. 

Acclaim have chosen to 
subtitle the voice-over, rather 
than re-dubbing it using 
some annoying American 
blokes. The use of the original 
speech is a great idea and 
adds to the atmosphere 
greatly - good call. 

The other modes of play include 
Training, where you will face off 
against a static foe (who thankfully 
doesn't hit back) so you can hone your 
skills without getting a lighting bolt up 
yer bum! This is very helpful because, to 
begin with, the special attacks and 


All that psychic energy buzzing about him and he still feels 
the need to wear big clothes to try and look hard. 


general combat moves are difficult to 
get to grips with - spending the bout 
floating is very strange! 

I'd like to thank my 
mum and dad 
The best mode award has to go to the 
Arcade Mode, where you 
select a fighter and battle 
against the rest of the 
number, finally facing off 
against the end of game boss. 

Sadly the two player mode is 
poor - the reason for this 
being the control method. 

You have to 
position your 
fighter at the same level 
as your opponent, which 
is fine in the other modes 
because the computer will 
always want to kick right 
off. Yet when you face a 
friend, you'll spend most 
of the time running away from each 
other and the fun factor starts to slide. 
Another complaint is that the combat 
techniques lean far to much toward 
constantly using projectiles, which 
eliminates much of the close-quarter 
attacks and combos which made 
Tekken 2 so much fun. 

Psychic Force is a funny little 
monkey. It's a beat-'em-up that won't 
really appeal to its intended audience. 
There are far too little tactical 
elements and combo moves called 
into play, to make the fighting junkie 
part with his notes. 

PF is a nice try but has too little 
going for it to make it a great game. As 
Miles' report cards used to say - 'OK, 
but could do better.’ Sorry! JAMES 
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Football's a funny ol’ game, especially if you're playing Adidas Power 
Soccer — the players bear more resemblance 
to monkeys than footballers and move around 
like geriatrics. Don't let the dodgy graphics 
put you off the game though, as it's a lot 
better than its over-rated predecessor. This 
isn't to say it's up to the standard of Olympic 
Soccer (or whatever it's called now) but it’s a 
fine game of footy all the same. 
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those who bought 
the original game. 
Instead they're 
aiming at people 
who missed it first 
time around and 
at the myriad 
new PlayStation 
owners who've all 
been tempted to 
purchase a PSX 
following the latest dramatic price drop 
- and who can blame them! 

If you already own Power Soccer in 
its original form you may as well stop 
reading here. There are improvements 
but certainly nothing like enough to 
warrant another 
forty quid outlay. 
Therefore, we will 
concentrate on 
those of you who 
don't know what 
it’s all about. 

At first it seems 
like a pretty basic 
football bash. The 
graphics are really 
nothing special in the extreme sense of 
the word. No flash motion capturing 
here. Blocky player sprites dash about 
in a most disconcertingly robotic 
manner, as if their animation was based 
on Kryten out of Red Dwarf. Play at 
first seems similarly low budget. Passes, 


Q. When 

is a 

sequel not 

e sequel? 
A. When 
it's an 
update! 


You don't win championships with has-beens. Eidos’ slick passing game will prove too much 
This had its day on the SNES - three years ago! for Power Soccer in the championship run-in. 


C'mon you chunky boys, show the blocky little lads what 
you’re made of. Rather square blocks apparently... 


t's football, Jim, a bit like 
we used to know it about 
eight months ago. When 
Psygnosis’ Adidas Power 
Soccer originally came out, 
its only competition was Gremlin's 
Actua. That game was 
hugely well received but 
concerted play revealed 
a limited title, riddled 
with bugs to the point 
of killing what could 
have been something 
quite special. 

APS International 
'97 is a fairly basic 
update of the original, 
but this something Psygnosis make no 
bones about. The target market is not 
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shots and chips are all 
accessed via the 
appropriate button, with 
a small amount of 
aftertouch available; ie 
moving the relevant pad 
immediately after the 
ball is kicked will apply 
swerve and lift. 

Get stuck in 
However, things are 
actually a little more 
involving than first 
impressions suggest. 

Combinations of buttons 
give access to all sorts of nifty tricks 
and touches which make for far more 
complex styles of play. Nifty little flicks 
over the head, dummies, even 
handballs are all available to the 
practiced player. Best of all is the 
Predator shot (it is an Adidas license, 
after all), which is so powerful that 
even if the keeper gets there, he won't 
hold it and sometime it'll even knock 
him backwards into the goal, ball n' all! 

At a glance Power Soccer will 
struggle for admirers, so obviously the 
plan is for gameplay to 
shine through. However, 
even with the various 


hidden bits and bobs it’s not too 
enthralling, and certainly not the most 
realistic computer-generated footy 
experience you’ll ever have. Passing is a 
right pain, as players always take a 
touch before you can continue the 
mode, rendering neat one touch moves 
pretty much 
impossible. Also 
the Predator 
shot is simply 
too powerful. 
Once you've got 
it sorted and 
can pull it off at 
will, there's very 
little opponents 
can do. If it doesn't go in 
straight, chances are there’ll 
be a player on hand to knock 
in the rebound and as 
everyone knows, rebound 
goals in footy games are the 
least satisfying to score. 





power 

Strangely there are still 
relatively few football 
games available on the 
PlayStation (though Konami's ISS Pro is 
mouth-watering to say the least). At 
the moment the best of the crop 
Soccer '97 - Eidos' update of Olyr 
Soccer (reviewed last month) and 
Soccer '97 doesn't change my opinion 

All the options for tournaments, 
leagues, club and international side are 
included, as well as a neat option 
select the top 20 sides in the game. 
These seem to consist of most of the 
sides in this season's Champions 
League, so all you Man Utd fans at last 
have a realistic opportunity of actually 
winning the damn thing! 

If you already own Olympic Soccer 
but find yourself desperate to add 
another footy game to your collection, 
Power Soccer certainly has its positive 
points. As a two-layer kickabout it 
suffices but if you're a fan the chances 
are you're 
really going 
to be looking 
for a game 
which has a 
far closer 
resemblance 
to the real thing than this does. 

The original did very well within the 
pages of TP when it first appeared but 
by now one would have hoped that 
things would have advanced more than 
this. To be honest, your best bet is still 
to wait for ISS Pro. MILES 


Just go out there and 
enjoy yourselves. 
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I avoided the original after watching a mate play 
it (who spent most of the time upside down). Yet 
I feel that I made a big mistake because, whilst 
being ugly as hell, Descent 2 is very playable 
and quite an enjoyable Doom type romp. Yet 
beware — because until you get the control 
sorted, you’re going to spend a long time shouting, ‘Oh Lordy, I 
haven't got a clue what's going on!’. Pretty cool really! 







Freak Power-ups 


Shield 

booster 


What good's a shoot-'em-up 
if it hasn't got oodles of 
collectibles and bolt-on 
gadgets, with which to trash 
the omnipresent nasties? 
Just take a goosey at this 
little collection of lovelies! 


Ammo rack 
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Cloaking 

device 


Homing 

missile 


Hey 


Proximity 

bombiStx. 
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Oh no - a load of mining 

equipment on a far flung 
world has risen up and 
shot all its bolts-- - again! 
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I spy, with my little eye, something beginning with power-up! 
Trust us — after meeting the mech-boys you're gonna need it.. 


Smart killer robots — 
who thought that up? 


ho on earth 
had the bright 
idea of creating 
intelligent mining 
equipment then, eh? 
I mean is it really necessary for a drill to 
have an IQ? Black and Decker don't 
seem to think so and they've done all 
right so far. Silly old mankind, 
trying to play God as usual 
and - as usual - it’s blown 
up in our faces. A load of 
mining equipment on some 
distant planet has gone 
haywire and started bumping 


off all the miners. This is all no doubt 
the work of some sinister mechanical 
Arthur Scargill and there’s only one 
person who can go in and save the 
survivors before the machines take 
over. So it’s a bit like a cross between 
Aliens and Terminator then? Personally 
I don’t remember Arnie or Ripley 
zooming about underground tunnels in 
nippy little spacecraft but then again, 
maybe I wasn't paying attention. Ahem. 

Descent 2 follows very carefully in 
the footsteps of its prequel (a teabag 
goes to the first person who writes in to 
tell us what it was called, without 
looking up the review in issue three). 
The player takes control of a heavily 
armed miniature spaceship in a 
labyrinth of subterranean mine shafts. 
Hidden somewhere within each is a 
reactor, which has to be 
destroyed before you leg it 
to the exit as quickly as 
possible. Why? To avoid 
getting atomised in the 
resultant nuclear blast of 
course, mate. 

Subterranean 
homesick blues 

To make life more difficult, the various 
tunnels are populated by a multitude 
of hostile mechanised guardians, bent 
on putting an end to human misery - 


permanently. Fortunately there are 
loads of weapons lying about the place, 
from laser boosters to homing missiles. 
Collect 'em for extra firepower - you'll 
need all you can lay your hands on, 
especially on the later levels when the 
bad guys come thick and fast and 
tougher to boot. Occasionally they'll 
drop energy boosters (to be grabbed at 
all costs) but there's no time for any 
idle hanging about, 
’cause there’s always 
one lurking in the 
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Blue boy! WhereVe 
you been? Get in ’ere. 





shadows out of sight, taking pot shots 
at your craft! 

Descent was one of those games 
which came out on the PC a couple of 
years ago, when a few texture mapped 
polygons still turned heads like a page 
three girl in McDonalds. It took the 
Doom idea one step further, placing the 
player in a fully rotatable, 3D world - 
rather than on a single flat plain. The 
sequel is in an almost identical vein, 
with all the action occurring in 
cramped corridors, where the lurking 
denizens appear from every nook and 
cranny. The nagging gripe, you'll find, is 


that it's just too damn similar to the 
original. As programming techniques 
have progressed, we've got used to 
much crisper graphics. This looks like a 
direct port of the PC game - complete 
with noticeable slow-down when 
there’s a lot happening on-screen. 
Way to go 

There is one huge bonus not found in the 
original Descent in the 
form of the 'guide bot'. 

This little fellow is 
normally to be found 
trapped in a small 
room, close to the 


starting point. Release 
it and it'll guide you 
round the level. It can 
be instructed to find 
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Is it the ceiling? 
to tell in a 3D 


Is it the floor? It’s hard 
fully rotational craft.. 


the 


Nasties in the shaft 



Fast and sneaky but weak 
and stupid. 


So slow and lumbering - 
no problemo. 


Very strong - a right pain 
in the arse 



Fox attack bat 

That's a dodgy name if you 
ask me, matey. 


Big and slow but very 
powerful - avoid. 


Have a few rockets handy - 
he's a mean one. 



Not as hard as he looks. 


Aptly named - swat 'em 
like flies! 


PUS 

Pretty weedy. Doesn't look 
like a pig either. 



next goal (a key or generator 
for example), the nearest 
energy boost, the nearest 
hostage and so on. The guide 
bot appears on all except the 
secret levels. Ok, it 
might sound a bit of 
a cop-out to any 
masochists out there 
but we found it a 
blessed relief. With the ability to 
rotate and fly upside down, most 
of the time spent playing the 
original game involved being 
completely disorientated and 
flying around at random, hoping 
to run into the exit by accident 
(fat chance). Tish and pish say 
we to the purists - it makes the 
game infinitely more playable 
and that’s a fact! 

If thirty levels weren't 
enough to keep you busy, the 
choicest option has to be a link¬ 
up death-match mode. In this 
two players go head-to-head in 
the level of your choice - 
minus the bad guys of course. 

Overall, other than the 
admittedly rather excellent 
introduction of the guide 
bot, Descent 2 is a case of 'as 
you were'. New levels, a few 
new weapons but that's 
about it. With the original 
getting on for bus pass 
qualification, it would have 
been nice to see just a few 
new graphical improvements. 
Still, it's that bit more 
playable than before and 
those who liked the original 
will relish the new challenge. 
Take a look before splashing 
the cash though. MILES 
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Finding this without the 
guide ’bot is hellish! 
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nothing hunts more than cans anti girts! 


Caption Caption Caption 


vehicles like Monster Trucks and Dune 
Buggies. The two styles of vehicle 
handling are totally different, which 
adds much to the game's lifespan. The 
programmers have insured each vehicle 
has its own strengths and weaknesses, 
and that no one style is instantly more 
appealing to the player. The High Power 
cars are far faster, but the Heavy Metal 
can take much more damage. So we 
guess that evens things out. 

One of the coolest elements of 
Speedster, is its very realistic method of 
handling and movement for each of 


Speedsters tracks are cool, complicated and a pleasure to 
race on — polygons, light sourcing and all! 


Since it’s from Psygnosis, 
you may have already 
guessed that Speedster 
isn’t your average race 
game. The first thing that 
strikes you, is the in 
game camera setting, which moves 
away from the usual on-the-bumper 
and external views, going instead for a 
viewed-from-above, Micro Mochines 
style. The camera can also be zoomed in 
and out to whichever view takes your 
fancy. The designers have obviously 
tried to blend in as many different 
racing styles as possible in their choices 
of vehicles and tracks, and have been 
pretty successful. 

Zoomin' about 
Firstly the vehicles available are 
selectable from two separate 
categories; High Powered, which is a 
blend of your usual top end sports cars, 
and Heavy Metal - a load of blokes 
with long hair smashing up guitars and 
shouting. Well, actually it’s more heavy 


Zoom in, 
top down 
and 

shake it 
all about, 
it's 

Speedster 

-the 

latest 
dance hall 
craze! 


obody does it 
better, makes us 
feel sad for the rest, 
nobody does it quite 
as good as you, 
Psygnosis you're the best! It would 
appear that very few companies have 
got the magic touch when it comes to 
racing games. Yet one of the few 
bankable firms has got to be Psygnosis, 
with such top titles as Wipeout 2097 
and DD2 under their belts, proving 
once and for all that they sure know 
how to throw together a damn fine 
driving game. With such an excellent 
pedigree, it’s hardly surprising that 
when we received the news the boys 
from Liverpool were gearing up to drive 
another winner onto the Sony mean 
machine, we got a little 
bit silly and started 
running around the 
office stark naked, 
making car noises and 
beeping at each other! 

The reason for our 
excitement was their 
latest racer, Speedster. 




















































Psygnosis have got this reputation for producing 
ail-action, adrenaline-pumping world-beaters and 
then they come up with something like this. At 
first Speedster seems slow and unremarkable but 
with perseverance a real challenge is unveiled. 
The Two-player mode is also good but all-in-all it 
seems a little dated. Call me a killjoy but I never 
liked Micro Machines much either. 


the cars and lorries. Unlike most games, 
the control method is very fluid and 
you don't feel like you're simply 
throwing your vehicle around the 
various corners. All the in-game crashes 
have also been carefully designed, 
making every bash as realistic as 
possible! Yet you don't want to make 
too many enemies on the race track, as 
any drivers you collide with will begin 
to drive far more aggressively, ramming 
and bashing the daylights out of your 
motor. The other drivers almost 
appear to gang up on you — then 
you’ll really be in the poo — take too 
much of a kicking and you'll be out of 
the race, matey! 


Look at the size of it 

The tracks themselves are made up 
from 3D polygons, with added light 
sourcing and detailing, and look 
generally lovely. There are eight 
accessible tracks to race on, with 
the addition of a bonus track and 
mirror mode on the completion of 
all of modes. 

As with a lot of 3D racing titles, 
the track design is still very 2D. 
Usually the race takes place on 
what would appear to be a dull, flat 
piece of road. But not with this fella! 
The tracks undulate all over the shop, 
with the addition of jumps, banked 
corners, drop-offs and cross overs. 


Will you look at the 
undulations on that! 

Doesn't look like 
these boys have — 
oops a daisy... 


Forget the usual, strictly two-dimensional race courses — 
these beauties have jumps, drop-offs, cross-overs... 


These courses can be played through 
a number of options; Single Race, 
Championship and a Time Trail, which 
sets you racing against ghost cars which 
follow the same route as your last 
fastest lap time. We reckon your best 
bet for some tiny vehicle japery is the 
top Two Player option 
- which thankfully 
comes in the form of a 
split screen mode, so 
there's no need to 
drag your PlayStation 
and TV to your mate's 
house. It's welcome 
indeed, as humping a 
ruddy big telly about 
with you is a right 
pain in the rectum! 

The only complaint we have against 
Speedster is that, whilst bettering 
Micro Machines V3 in terms of 
graphics and track size, it doesn't seem 
to have that in-your-face excitement 
or the breakneck speed of the 
Codemasters title. 

This really is a case of bad timing, 
because if we had received this before 
MM V3 it would have been the best, 
but sadly it falls a little short. Shame 
really but in spite of all this, it's still a 
highly recommended title all the 
same. It will definitely appeal to the 
genre's big fans but it’s not really up 
to the usual, very high standard 
which Psygnosis achieve. JAMES 


Flowing rivers, hilltop 
trees, oh and fast cars. 
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I totally disagree with Miles about this one. The best way to describe 
this is absolutely horrible. Eidos have obviously learned nothing from 
Hardcore and Monster Trucks , the tracks are 
very dull and flat. What is the point of 
having an off road game on flat plain? 
Graphically things are ugly and the update is 
vile, even the two player mode is lame! 
Definitely one of the shoddiest games I have 
seen for a long time, avoid! 







BRIAN WINS 
MATTHEW SECOND 
GUNNAR THIRD 


More 

great big 
wheels 
ahoy! Yes, 
the Test 

Drivers 

are 

coming, 
only this 
time 
they're 

off road! 


ig bouncy trucks are 
a bit popular at the 
mo', what with 
Gremlin and their 
hard 4X4s, Psygnosis' 
Monster Trucks, and Eidos have... an 
old Accolade game which came out on 
the Amiga some time in the late 14th 
century. Er, not quite actually. The Test 
Drive monicker is about all TD Off Rood 
shares with that stone age first person 
drive-'em-up, which only the older 
readers amongst you will remember. It 
takes elements of both Monster Trucks 
and Hordcore 4X4, combining them 


LAP TIMES 


RECORD 
0 24 6 
GREG 
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With Monster Trucks and 
Hardcore 4X4 already on 
the market, Test Drive: Off 
Rood has its work cut out 
to get noticed. It may not 
look as impressive, but the 
unique multi-player mode 
adds hugely to the appeal. 


with its own brand of dirt track 
delights. So any of you expecting a 
leisurely drive across a field, whilst an 
over-enthusiastic salesman explains all 
the vehicle's mod-cons, can think again 
- it's not that sort of test drive! 

In single 
player mode, 
there are three 
play options — 
the single race, 
then the Class 
Challenge and Mixed 
Challenge. The former is 
self-explanatory.The Class 
Challenge involves players 
choosing one of the four 
vehicles on offer and 
racing a season, with all 
four competitors in the 
same motors, while Mixed 
has each driver in a 
different vehicle. 

The off-roaders on offer are a 
Hummer, which is a sort of nippy 
military-style armoured buggy, a short 
wheel base Land Rover, Jeep and 
Chevrolet pick-up. Each has its 
customary strengths and weaknesses 


Camouflage 

cuts 


green — ideal for those sneaky short 
through off-road leafy glades. 






although to be honest, it's hard to 
discern much difference when you 
actually get down to playing. 

Sixy mothertrucker 
To begin with there are just six tracks 
but as races and championships are 
won, new ones become available. The 
action takes in all sorts of treacherous 
terrain, from dirt tracks to dusty deserts 
and horrible slippy snow courses. With 
sharp bends appearing seemingly out 
of nowhere, it's as important to 
memorise the tracks as it is to have the 
joypad dexterity of an octopus with a 
PHd in joypad dexterity. Actually, it’s 
not quite that bad but I liked the 
octopus analogy. Call it self-indulgent. 
I call it asserting my rights to gibber 


off 


road 


king 


Brian 
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If this was Doom , you could blow the barrels up. Ah well, I 
guess muddy hubcaps are better than exploded kneecaps. 




action, working via two 
PlayStations running in | 
split-screen mode, with a I 
link cable. There have 
been one or two attempts at four-way 
split-screen such as the pants Street 
Racer but things are just too cramped. 
Even four-player Mario Kart on the 
N64 is too squashed up to be really 
playable. Micro Machines V3 and 
«PHppp|Hppg| Supersonic Racers 
the 

^ - d r* - J outwarc * panning 
BumB^ 3§B camera to keep all 
four vehicles on 
screen at once but 
again, this is pretty 
• confusing. No such 

BB worries here. There's 
BBSflBHfl full on quadrophonic 
humanoid action and you can still see 
where you're going! 

. If this had come out before 
Gremlin and Psygnosis cornered the 
market, it would have done very well 
indeed. As it is, the single-player 
option is too pedestrian. The ability to 
seek out your own short cuts adds to 
the appeal but it's not as manic as we 
would have liked. On the other hand it 
does have one of the most compulsive 
multi-player options around at 
present. Definitely one to look out for 
for people with friends. MILES 


freely and with no 
consideration of how BBBiBP * 
I’m going to tie it in 
with the next bit of the 
review. Er, well, anyhow y’" 

- moving swiftly on... 

One of the most f 
appealing aspects is the 
freedom allowed within 
each of the courses. As 
long as each checkpoint l|- i 

is reached within its B 
time allocation, it just 
doesn’t matter what 
you do or where you go. 

There are loads of hidden shortcuts to 
find but be careful. Getting greedy and 
overshooting a checkpoint means you'll 
have to go back for it which wastes a 
lot of time. 

Let's split the screen 

Visually TDOR has neither the definition 
of Monster Trucks, nor the speed of 


Hardcore 4X4 which is 
a shame, 


as many j no- or 1 

people will be put off BJ^^. jj|M 
without giving it a badul 
fair crack of the whip. Shame say I, 
because it doesn't run a bad race at all. 
The trucks move convincingly and give 
a sensation of weight as they jostle and 
buffet one another. They handle well 
enough as well, with both foot and 
handbrakes, plus the all-important 
beep-the-horn button for when you're 
bearing down on an opponent - 
especially in multi-player mode. This is 
without doubt Test Drive's major selling 
as far as we 


point and 
are aware - it's the only 
game to date to include 
four player simultaneous 


Look guys, no hands! Guys...? 
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Bugs Bunny in a bloomin' 

basketball game - what 

will they think ot next? 


Ncniluck. Oh 
a»vJ Hut dog, 


WBnm ome movies 

JmKB are 

destined to 
jL make the big 

transition from 
the silver screen to 
0h the chip sets of your 
; M home systems. Yet 

■ tins doesn't appear 
Sr)." ' V to bother games 

•I companies in the 
slightest. All you 
have to do is take a quick 
glance at the 16-Bit section 
in your local games shop to see 
the evidence. Seemingly, every film 
that came out in the early nineties has 
undergone the conversion treatment 
and for the most part they were 
complete cack! 

Yet it would seem that with the 
advent of the 32-Bit consoles, the 
movie tie-ins have had a far better time 
of it by far. 

The latest film to be hitting Sony's 
magic little box, Warner Bros family 
flick Space Jam, is turning out to be 
quite a nice little romp. 

^ Space Jam tells the everyday 
P story of 


playable and break up the on-court 
action quite nicely. The bonus games on 
offer range from a spacey race game, 
target practice, a one screen platformy 
thingy and of course, a hoop shoot-out. 

Recently the trend for b-ball games 
has been to lean too far toward the 
simulation elements, bogging them 
down with endless stats and plays. 
Unless you know the ins and outs of 
the sport, you’ll be way out of your 
depth. Thankfully Acclaim have gone 
for a more light hearted and user 
friendly twist on the growing mini 
genre. This makes Space Jam very easy 
to get into - yet the old pro won’t find 
enough to make them want to go back 
again and again. 

This is obviously aimed at younger 
PlayStation owners who've gone all 
dribbly over the film. For this, the 
game is perfect but the older players 
will want more. Overall it's an 
enjoyable old fashioned basketball title 
but only for little kids. Or big kids like 
us who get all mushy remembering 
NBA Jam on the SNES. Which is not 
necessarily a good thing. JAMES 


funnily enough, with such cartoon 
faves as Daffy Duck and Bugs Bunny 
against some weird nasties - the 
Monsters - to save their cartoon world 
from destruction. As films go there was 
no doubt this one was heading for a 
home conversion, it's ideal. 

As you would expect, Space Jam 
takes shape as a 2D, side-on Basketball 
sim but with the addition of some 
bonus sub games. 

You firstly select which team to go 
for. First up are the goodies, the Toon 
Squad, which consists of various 
Warner Bros characters (eleven in total) 
and Mr Nike himself. Or if you're 
feeling mean and nasty, you could go 
for the villainous Monsters - no 
familiar faces there, unless you wasted 
a fiver to see the film! 

Apricot or space jam? 

The gameplay is very much NBA Jam 
with daft dunks, colourful graphics and 
fast moving play with bonus games. 
Whilst being a tad basic, they're very 


superstar, 
Michael Jordan, playing basketball, 


Acclaim 


Lets hope Taz has just swallowed the ball - 
'cause it's either that or he’s going to throw. 









































The full low down on Sony's latest batch of budget titles. 


Ridge 

Racer 


It's the grandaddy of them all - the first 
PlayStation racer is back and the test of time 
hasn’t taken much of a toll at all! 

Visually things look a tad basic but the 
playability and sound are still head and 
shoulders above most of the other racers on 
the market Massive nostalgia value only 
adds to this excellent release. Well worth a 
second look, top stuff indeedy! 



Air 

Combat 



Restruction 

Rerby 


Highly flawed but still a very enjoyable slice 
of stock car related mayhem. Various 
differing race options are on offer but when 
it comes down to it, it's a simple case of crash 
and destroy your other racers and cheat to 
your heart’s content. The destruction bowls 
are worth the asking price alone, especially in 
link up mode. Still recommended if you can’t 
afford the excellent sequel. 



Wipeout I To shin den I Ten hen 


Easily the best of the bunch. The first installment 
of Psygnosis’ future-based racing series and still 
one of the brightest stars in the PlayStation 
universe. Loads of tracks, excellent music and 
sonics and even a link up mode. Your PlayStation 
collection isn’t complete without a copy of this 
fella. Put the mag down and rush out and buy a 
copy right now - unless of course you’re got 
one already, ’cause that would be a bit silly... 




Now this is kind of a funny one. The office is 
split over Toshinden - some love it and the 
rest truly hate it. The combat is very limited 
and is far more aimed toward special attacks, 
instead of the usual 
fisticuffs, which limits 
the action and literally 
kills the lifespan. There’s 
very little to recommend 
this to the seasoned 


**C,. 4 


[OV/( 


pro, as combos and 
the like are almost 
nil. Very poor! 


PT72 


Excellent 3D beat-’em-up, from the crown 
kings of the fighting genre, Namco. Even 
though this is totally overshadowed by its 
follow up, it is still considered a worthy 
purchase. Loads of moves, top combos and 
stacks of secret characters. 


Sadly the graphics have suffered but it's 
still a fine example of how a fighting game 
should be done. 





































































Here's a brief look at some 
of the games which came 
too late for a full review but 
will be out by the time you 
read this _ 






T ennis games are a funny old 
bunch. Out of the handful of sims 
to have hit the PlayStation, the 
only ones really worth a mention 
are CodeMasters' Pete Sam pros Tennis and 
Namco’s Smash Tennis. The main reason these 
titles succeeded whilst the competition failed, 


PLAYER 


NN 


three 


is that both had a bit of a sense of 
humour. After all, when it comes 
down to it, tennis is a bit cack really. 

It’s just so boring - hit a ball over the 
net, wait for it to be returned and hit 
it back, that's about it! 

For us, this provides far too little in 
the way of 
thrills and we're 
afraid to say 
HTFM falls into 
the same trap as 
most tennis sims 
- it’s still just 
tennis! All you have is a 
selection of twelve 
players - six men and six 
women, a selection of 
courts - lawn, hard and clay, two 
rackets and a yellow ball. 

There's plenty to keep the 
die hard fan happy though, 
such as the many play 
options; doubles, exhibition 
and especially the World 
Tour. This option will make 
all you fans go a bit silly, as 
you'll be able to take part in 


championships at 
all of the most 
famous tennis 
courts world wide. Yeah, kiddie thrilling! 

At the end of the day, it's just tennis and in 
addition is so flipping 
hard you'll soon be 
serving it straight out 
the window! 


JB E 
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gaining higher scores and more 
popularity in the past. 

King's Field is graphically out of 
date and won't win many fans 
amongst younger PlayStation gamers but we 
oldies, who remember 
the 16-Bit RPGs, will 
definitely go for this 
fella. Pretty cool really, 
which surprised us all! 
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H aving spent well over twelve 
months in PAL development 
limbo, the massively popular 
Japanese 3D RPG, King's Field, 
has finally arrived. Has 
the wait been worth it? 

Well, for the most part 
the answer is yes! Even 
though the graphics are 
nothing short of horrible, 
the engrossing plot and 
flowing gameplay more 


than make up for them. It’s sort of 
like Doom wearing its ugly trousers 
- and thinking cap. 

Unlike the ID classic, King's Field 
excels in its puzzle 
elements, with pier 
added character inte 
and a new ability 
player is able to look 
down. As mentioned, 
the lack of graphical 
flair is forgivable but 
the one huge gaping 
flaw is the awful 
combat method. 

The storyline is the usual Japanese 
RPG fodder, dealing with legend and magic but 
is unusually well conceived and nicely 
constructed (and thankfully non linear) so the 
player won't repeatedly reach dead ends. This is 
a welcome departure from a highly annoying 
trait, which has stopped many RPGs from 



r he obvious love affair the 
Japanese have with big robots 
continues with the release of the 
non-awaited sequel to Kileak The 
i od - a new game called Epidemic. 

Once again you take the role of a bloke in a 


dirty great big robot, encased I 

in massive amounts of bio I . 

armour and some pretty cool | M 

weapons. The plot follows the | * 9 

exploits of said robot bloke's 

quest to save his missus from a 9 

deadly strain of virus, which is ■ 

slowly spreading around the I ‘ I ** 

globe - an epidemic, geddit? I - 

The cure is found in a very rare 

flower. Hang on a mo, let's get 

this straight - so you're risking your life for a 

pot plant? Things are definitely wearing pretty 

I thin in plot land! 

The gameplay is very much like the 
first game; wander around huge 
futuristic levels, open a couple of 
doors and kill a handful of baddies - 
yep, that's pretty much it. 

Visually things are very nice and 
the robot really seems to 
rnmrfjM carry his massive weight but 
there's just too little to do. 
After trudging around the 
HUH samey levels and getting 
pretty bored for a while, 
you'll find that Epidemic is 


about as exciting as listening to a couple of 
blokes talking about the N64! 

Sony have learned nothing since the last 
installment, as all the flaws remain. This one's 
definitely more suited 

to people that have V£33S5ElEE 
trouble sleeping - 
make of that comment I 
what you will! I 
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Do you have trouble keeping your head 
in this crazy mixed up world of 
PlayStation? Well if so, send your 
Questions to us because hey, we care! 


Letter of the MonthI 


Cart-break Ridge 

Now that Nintendo (spit) have 
developed and released the first 
64 bit home console, will Sony be 
following suit to produce their 
own 64 bit system to keep up with 
the present? If they do will it be 
a CD-based system rather than a 
restricted cartridge system? 

On the subject of the Nintendo 
64, I have a theory as to why 
Nintendo used cartridges. In the 
past the most boring of chores 
was waiting for a game to load. I 
used to own a Spectrum and can 
remember popping Target 
Renegade in the cassette player 
and then disappearing off to the 
shops and returning just in time 
to play, or find it had crashed and 
have to start again. 

Nintendo and Sega produced 
systems which were cartridge 
based which reduced loading 
times down to about...oooh, 
microseconds. The PlayStation has 
now been around for some time 
with its CD-ROM system, the CDs 
have a very large storage space, 
some 600 Mb compared with 
SNES games like Donkey Kong 
Country which was 32. Nintendo 
decided from the offset when 
producing the N64 that it would 
be cartridge based to eliminate 
loading times. This idea has many 
flaws, the cartridge memory size 
is limited by physical size to about 
100 Mb I believe, correct me if I'm 
wrong. The biggest downfall is 
cost. £70 for one game? That's a 
joke, who can afford that? Okay, 
so the graphics are stunning and 
so on, but ultimately I think 
Nintendo want to produce the 


fastest car on earth to overtake 
Sony and Sega, the only problem 
is that the engine is so big that 
there is only room for a small fuel 
tank. So when the race begins 
Nintendo will speed ahead but 
not finish a lap and be overtaken 
by the rest waving two fingers. 
Brian Stingly, Macclesfield 

You've said a real mouthful 
there Bry, and we totally agree. 
The N64 was launched early last 
month to very healthy sales, but 
it's only a matter of time before 
people start to realise the 
obvious limitations of the 
machine. As for remaining a 
cart based system, this could be 
for the same reason as the SNES 
- profit plain and simple! 
Nintendo are the only company 
who can produce the carts so 
third party developers need to 
cut Nintendo in before they 
even start. Which also goes to 
explain why the N64 carts are 
so expensive, paying 70 notes 
an average arcade game is a 
joke. 

Nintendo themselves have 
practically admitted that 
remaining cart based was a big 
mistake by releasing a disc drive 
add on incredibly quickly! Yet 
fear not - the 64DD system has 
had two of the three developers 
who were producing its launch 
titles, relocate their product to 
the PlayStation. Hmmmm read 
into that what you will! 

The PlayStation is still the 
king of the castle and will 
continue to reign for a long 
time. A copy of Micro Machines 
V3 is yours, my friend. 




True Lies 

Each month I read your magazine 
from front cover to back cover, 
enjoying all the previews, news and 
reviews that I come across on the 
way. When I get to the next month 
page though, I read it with a 
certain amount of distrust. 

The reason? Every month you 
say you'll have this, or that game 
for preview, or review, but come 
the next issue and the 
games are usually 
nowhere to be seen. Is it 
just wishful thinking on 
your part? Whatever, 
it's always a great work 
of fiction and I enjoy 
reading it, even if I 
don't believe it! 

Jonathan Key, Durham 

The video entertainment 
industry is a funny old business, 
with games regularly delayed, 
and even dropped altogether 
just before they're supposed to 
be launched. 

As you can imagine, this makes 
life hard for us, as games we're 
promised are often suddenly not 
available and we're left with egg 
on our collective faces again. Alas, 
as frustrating as it is, there's 
absolutely nothing we can do 
about it. We always write the next 
month page last, so that it's as up- 
to-date as possible, but between 
you getting the mag and us 
finishing the next issue, a lot can 
happen and circumstances beyond 
our control often dictate we can't 
include everything we hoped. 
Sorry, but there's nowt we can do 
about it. 


More Actua 
cornin' atcha 

I bought Actua Soccer when it first 
came out and thought it was the 
ducks nuts. The game does have 


its flaws, such as very bad goalies 
and some dodgy decision-making 
by the Ref (quite realistic then). 

What are the chances of Gremlin 
producing a sequel with more teams 
and the bugs ironed out? 

By the way the cheat you put 
in your Mag for the secret Gremlin 
team don't work, I've heard the 
programmers took it out at the 
last minute due to memory 
restrictions or sumfink. 

J.Mansfield, Newcastle 

Ooopps!, sorry about that, 
even we make mistakes 
sometimes! As for a sequel 
to the top football game 
Actua Soccer, it's coming 
very soon full details next 
ish, probably! 

No Lemmings please, 
we're bored 

I have a PlayStation and when I 
purchased Street Racer I got 
another game free and I chose 3D 
Lemmings at the time, not knowing 
it was totally pants. Probably 
because of the fact that I don't 
know how to play it now I have it. 

Also because I enjoy playing 
games where you waste Zombies 
with pump-action shotguns and 
bazookas, or destroying other cars 
in driving games. 

Now I don't know what 
Psygnosis were thinking about 
when they made this boring game, 
but it is a certainly change of tack 
from DD2, FI and Wipeout 2097. I 
mean let's face it, all the game is 
about is a bunch of green haired 
weirdos falling off a cliff making 
stupid noises! 

Could you possibly give me 
an explanation why this game 
was introduced? If not can I 
please have some tips on how 
to play the game. Other games 
I need tips for are Ridge Racer 























Revolution, Tekken 2 and Rood 
Rash! .Than ks. 

Michael Myers, 

Mental Institution, Surrey 


Thank you for your letter Michael. 
Both myself and Miles are big fans 
of your movies and would have 
never guess that you were a 
PlayStation fan. 

On the subject of 3D Lemmings, 
the simple reason the Psygnosis 
boys released the fella is that 
Lemmings games are very popular. 
We thought it was quite a nice idea 
and kept the feel of the original, as 
for tips you may want to actually 
read the instructions as they’re 
very helpful! 

As for tips for the rest of the 
gang, the only tip we can give you 
for RRR is this - the best way to 
win the secret cars is to race them 
of the reverse tracks, as for some 
reason they're far slower! 

Tekken 2, hold down select 
when you choose a pugilist and we 
think you'll find the end result very 
amusing. Thank you come again! 


WWF games so will there be any 
more coming out on the PSX? 

Could you please send a tips 
book, or give me the address to 
write to? 

Joe Dufosse, London 


The net best thing 

There are a couple of questions 
I would like to ask you. 

For starters, there 
are rumours going 
around that there is an 
internet kit for the 
Sega Saturn, if so, does 
this mean that there will be 
one for the 
PlayStation? 

I love 


Well Joe, in answer to your 

questions, nope - there aren't any 
plans to release a PlayStation 
Internet kit. Which is probably a 
good thing as the Saturn kit is very 
expensive and also rather limited 
due to the machine's lack of memory. 
Really there's nothing on the 

Internet you can't read in a mag or 
something, well except some 
naughty pics, but we doubt anyone 
would want to look at such filth. 
(James, quick check this pic out, 
Phowarr - Miles). 

Yeah, great 
timing mate! 

As for any 
new WWF 
games, we 
haven't heard 
anything but 
we reckon 
you'd be better off checking out 
THQ's WCW Vs The World, as it 
looks very cool. Flip to page 20 for 
a full preview. 


bottom it had two 
analogue mini 
joysticks to the lower portion 
of the controller. Also would 
there be a button between the 
Start and Select buttons? 

When is it due for f 
release and will Sony by any 
chance consider making Crash 
Bandicoot fully 3D? This would 
make good use of the new 
controller, giving complete 
freedom and 360 degree 
movement, and probably stop 
people buying the N64. Perhaps 
it could come with a chip like 
Tekken 3 allowing it to run in 
all it's 3D glory. 

Marc Darken, 
Essex 




Canadian 
logging camp, 
etc 

recently saw a new 
controller for the PlayStation. 

This time though 
instead of 
having grips 
the 


We've received 
little news 

concerning the 
analogue pad, but 
we can confirm that 
Sony are indeed 
planning to release one very soon. 
We strongly suspect it'll be 
released along side a new 3D game 
to make full use of the analogue 
sticks. The new Sony pad will be 
released along side the new 
SquareSoft beat 'em up Tobal2. 
Which with it's full freedom of 
movement and updated quest 
mode, seems ideal to showcase the 
pad. More news soon. 


Theme Park would be helpful. The 
reason why I’m asking for the 
cheats is because I don't like 
waiting for the rides to come and 
when they do you go bankrupt. So I 
would be extremely pleased if you 
would send the cheats to me. 

M Cornall, Lancashire 
PS I think Total PlayStation magazine 
is brilliant, with excellent reviews and 
some fab news. It is truly magnificent 
and I hope Total PlayStation will last 
forever. Good Luck! 


Thanks for you lurvely word, we 
also hope that TP will run and run 
because we'd be out of job! As 
mentioned last issue, you have to 
buy the Tips Books so check out the 
mag for details. As for Theme Park, 
here's the Cash Tip: 

When prompted to enter your 
nickname, type in Bovine. Later in 
the game simply press, Circle, 
Square and Cross at the same time 
and mega wonga is yours. If you 
run out of dosh again simply 
repeat the cheat, piece of cake 
mate! 


Book 'em, Danno 

I am writing to ask if you could send 
me a Tips Book please, because it 
would be extremely useful. 

I would also like the cheats for 
Theme Park. The ones I would 
really like are the money one and 
the rides cheat. Any other cheat for 


Send you meaningless banter 
to us at Total PlayStation, 
14a Union Street, Newton 
Abbot, Devon. TQ12 2JS. 
The one that rises the most 
chuckles will win a prize, so 
make ‘em silly! 


llllllllllllilllTri'eVBl' 























* 



Who would 
have thought 
that taking 
on a hunch 
ot weird 
French 
people would 
have been so 
hard? Well r 
don't worry 
'cause it 
doesn't have 
to be like 
that, mate! 
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Part One 


The Cashier's 
Hut Break-In. 

In the Classroom 

The game begins in the classroom of 
the Three Doves orphanage, where 
Pieuvre is standing behind her desk. 
She orders Miette to carry out her 
first crime - robbing the cashier’s 
hut. It's vital to carry on talking to 


Pieuvre at this point, because 
she’ll then tell you where to 
obtain the key - from Pelade. 
Now go to the back of the 
classroom and take the 
marbles from the shelves. At the front 
of the classroom on the blackboard 
you’ll also find a sponge which you 
can take - it doesn't seem to have a 
use though! If you don’t have time to 
grab these before Pieuvre gets too 
threatening, don't worry - you can 
always come back later. Leave the 
classroom via the door. 
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No, you bleedin’ little tea leaf! Go and nick us a bottle of 
booze and HI think about not tanning your hide... 


The Orphanage 
Courtyard 

Out in the courtyard you’ll see Pelade 
the watchman sitting in his chair. 
There’s a door to your right but you 
can't open it until later on in the game. 
If you go up the 
wooden stairs to 
Pelade's hut, you'll 
disturb him when 
you stand on the 
creaky board, plus 
you'll realise that 
he's removed the 
handle from the 
door! For now, just 
go and talk to him 
and he’ll give you 
the key to the hut. As you leave the 
courtyard, pick up the two bottles from 
the top of the cellar stairs and look 
around the dustbins near the exit to 
find a bone. Don't give 
this to the dog yet 
though - you’ll need it. 
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Escaping from the warehouse 




. I. 




If you get caught by the watchman when you're hanging 
around the cashier's hut, he'll throw you in the warehouse. As 
with the orphanage cellar, you’ll be warned to move away a 
couple of times before you actually get taken away. If you do 
get locked up, you’ll find the tramp's been shut away too. It's 
worth braving his drunken ramblings, because he'll give you 
some information that will be valuable later on — the cyclops 
can't stand loud noises. 

Back to breaking out though and it’s really very simple. Just 
climb up on the two boxes by the wall and press action to 
activate the switch above. Now climb down, go up the stairs and 
push the switch by the door - and it opens! All you have to do 
is turn left and go down the stairs (shown by an animated 
sequence) and you're free once more. 


Mmm — chicken legs, 
brie, cheese, marbles... 


The cashier's hut 

Use the key to open the hut door 
and enter. Once inside, turn to the 
right and use the switch to turn on 
the lights. You can now see a metal 
cupboard, crackling with lightning 
- this is the safe and it's 
electrified! In the right corner 
you’ll see a cash register. Every 
time you open this, you should notice 
that the safe is no longer electrified, 
though sadly the register drawer soon 
slams shut, cranking up the voltage 
again. If only you could keep the 
drawer wedged open, with something 
like... a brush! Yes, just have the brush 
in your hand when you open the 
drawer and it'll jam open, allowing you 
to take the cash from the safe. As you 
leave the hut though, the watchman 
returns to catch you - but thankfully 
the mysterious One comes to rescue 
you. After saving Miette, the 
One tells you that he needs help 
to rescue his younger brother, 
Denree who the Cyclops have 
kidnapped. Miette is now 
returned to the orphanage. 


Footbridges between 
orphanage and the 
warehouse 

There are goodies to be found on these 
rusty iron walkways - there’s a bottle 
in the first alcove by the metal stairs 
and a brush in the alcove down on the 
lower level, behind the boxes. 

Climb back up the stairs to the 
higher level again and exit through the 
archway. If you follow the steps on the 
right, you'll come to the cashier's hut - 
but you’ll find it's guarded by a very 
vigilant watchman. Obviously you need 
to find a way to distract him... 
Follow the walkway right 
around and you'll arrive at the 
wooden pier. 


Down in the grubby alcove under the walkways is the brush 
— ideal for jamming cash registers open. Obviously. 


The lighthouse pier 

In front of you, to the right, you'll see a 
pile of parcels tied with rope. If you 
look carefully, you should spot a grey 
metal bar on top of these, so climb 
across the bundles and pick it up. Climb 
back onto the pavement then go down 
the steps onto the pier itself. Now walk 
up to the end of the pier and climb the 
steps to reach the lighthouse. On the 
left of the lighthouse itself, you'll see 
what looks like a shuttered window but 
is in fact the fuse box of the lighthouse. 
By throwing the iron bar at this you' 
fuse the light, making it blink off, thus 
attracting the watchman's attention. 
After the animated sequence, you must 


hide, by making Miette bend down 
behind the barrels on the right of the 
lighthouse, because the watchman is 
coming to investigate... It can be quite 
hard to find the right location to hide 
in, so it's worth trying to find the spot 
before you throw the bar. Don’t worry 
if you can still see her head poking out 
- the watchman will be far too busy to 
notice! After the watchman goes inside 
the lighthouse, you can leave, running 
back along the pier and round via the 
steps and walkway to the cashier's hut. 
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Part Two 


The Loan-shark's 
House Break-In, 

In the classroom 

Back in the classroom Pieuvre gives you 
a new mission: to go to the loan shark's 
house and steal his valuable jewels. If 
you haven't already taken the marbles, 
pick them up now on your way out of 
the classroom. 

If you try the door on the right, 
you'll now find that it’s open. Inside is 
a small and grumpy boy, Boule, who’ll 
ask you what you want in his room. If 
you talk to him he'll tell you two useful 
bits of information - that he's making 
a potion for Pieuvre's headaches and 
that the loan shark's house is down by 
the docks. He also tells you how to 
reach it - through the door on the left 
hand side of the courtyard. 


In the 
courtyard 

Back out in the courtyard, 
Pelade is still in his fine 
form, telling you to get lost. 




If you want a chance to poke around 
the courtyard you're going to have to 
distract him - and his dog! Dealing 
with the dog is simple, just give him the 
bone and he’ll be too busy chewing to 
bark. It seems that the only way Pelade 
will relax his vigilance is if he’s asleep. 
Now what sort of drugs do you get in 
headache potions? Sedatives perhaps? 
Give the bottle of potion to Pelade and 
he'll soon be snoring away, leaving you 
free to explore. 

If you try the 
door you'll find 
that it's locked 
(don't attempt this 
without first giving 
the dog the bone 
or he'll bark and 
wake up Pelade). It 
seems likely that 



So you say your name is Boule and you like making potions 
for women with two heads... Lost your marbles, have you? 


Pelade has the key stashed 
away somewhere, so your 
next task is to break into 
his bedroom. Next to 
Pelade, on the right hand 
side, attached to the side 
of the stairs is a pulley. 

Operating this brings the 
basket above within your 
reach, allowing you to 
take its contents... A sausage? Look 
again though and you’ll find the handle 
to Pelade's bedroom door, cunningly 
hidden underneath. If you've missed 
the bone, you can use the sausage to 
pacify the guard dog. Take this and go 
up the stairs to his bedroom door, using 
the handle with the door to open it.... 

Inside Pelade's 
bedroom 

There’s a light switch on your right - 
use this and you’ll see that Pelade's 
room is completely full 
of clutter and rubbish 
of all descriptions. Tit 
might seem impossible 
to find anything in all 
that junk but the only 
object you can actually 
interact with is the key 
- which is tucked 
under Pelade’s bed. 

Take it and leave the 
room again. 



































In the 
courtyard 

Go back down the stairs and 
use the key to open the 
door - you can now enter 
the dockyard area... 

The dockyard area 

Come straight down the large flight of 
steps. Turning left will bring you face to 
face with a cyclops, so instead turn 
right, going past the planks and right 
along the edge of the docks until you 
come to a walled in area. 

The factory courtyard 

Inside the courtyard a workman is 
trying to fix a car. He doesn't take any 
notice of you, so you're free to explore 
the courtyard as much as you wish. On 
the wall on the right of the courtyard is 
a small grey object - a metal bell. If 



Normal rough types would be after the 
tires but Miette just wants his pincers. 


Ah-ha! just I suspected, 
a handy tool for my 
vacuum cleaner. 



you remember what the tramp said 
about the cyclops - they can't stand 
loud noises - you should be able to 
think up a use for it. You can't detach 
the bell with your hands because it’s 
firmly attached to the wall. What you 
need is some kind of tool and who’s 
likely to have some? Yes, stand behind 
the workman and when he bends over 
the engine, you'll be able to grab his 
‘pincers’. Use these to cut the bell free 
and take it down. 

Now leave the courtyard and head 
back, past the delicatessen to where 
the cyclops is guarding the stairs to the 
loan shark's house. 

Downtown Wharves 

If you try to ask the cyclops to move 
out of the way, he'll just push you 
around. Time to give the big bully a 
taste of his own medicine! Ring the bell 
and he'll cower, covering his ears — but 
he still sticks to his post. Perhaps a 
louder noise would scare him off 
- a loud, metallic ringing noise? If 
you stand behind the stairs, next 
to the sack, you can bang the bell 
against the metal railings, 
creating a din that sends the 
cyclops crazy. As he spins around 
in agony, he trips and plunges into 
the harbour - good riddance! You 
can now climb the stairs to the 
loan shark's house. 
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The loan 
shark's house 

Inside the spacious and well-furnished 
house, you’ll find the safe in the top 
left-hand corner. How do you open it 
though? This is a tricky one to work out 
- good job you've got the solution. 

On the table by the door you'll find 
a small object: a miniature model safe. 
Pick this up and take it over to the safe, 
next to which you will find a pair of 
scales. If you put the tiny safe on the 
scales the real safe will swing open, 
revealing a gleaming emerald! Take this 
and leave by the door... Where you'll 
get grabbed by some evil cyclops and 
plunged into the harbour. 
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Enemy killer 
number one — the 
idly paintbrush. 
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Yes, probably a good idea really — I don’t remember the AA 
recommending squeezing your engine with ’pincers’. 
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Part Three 


The Release of the 
Children. 

The Diver's Cave 

Miette is rescued by a mysterious diver 
and wakes up in the diver's cave, a 
strange room full of junk - and a 
raving madman tossing and turning on 
a bed in the corner. If you look around 
you'll spot a door - which is locked - 
and a periscope hanging from the 
ceiling above the boxes. If you try to 
use this though, you'll find that Miette 
can't reach it, being a little girl and all 
that. First things first, if you could get 
the periscope working you might be 
able to find out where you are. On the 
wall opposite the bearded nutcase 
you'll see two handles. If you pull down 
one, then the other, the first one will 
flip up again. 

Now they're obviously there for a 
reason, so if you could find a way to 
keep them both pushed down, 
something might happen. If you look 
behind the boxes (the pile behind 
where you started in this room) by the 
bricks on the wall, you'll find a lump of 
wood. Go and put the right handle 
down, then use the wood to lock it in 
place. You can now pull down the left 
handle and both will stay in place - 
setting off an alarm. The sudden noise 
makes the madman jump up, banging 



the shelf above his bed and 
moving a bottle. It also signifies 
that the periscope has now 
lowered, so if you climb up on 
the box in front of it you can 
use it - you'll see the poor kids getting 
rowed away in a boat. 

Now go back over to the madman 
and look on the shelf - where 
the bottle has moved, you’ll 
now find a key. As you reach 
for the key, the bottle falls, 
breaking and releasing a 
strange vapour which sends 
the madman into a frenzy. As 
he rants and raves he reveals 
a terrible story - the creation 
of the cyclops and Krank's 
plans for the kids. Someone 
must stop them - so unlock 
the door and get moving! 

Outside the pier 

Once you've climbed up 
outside, go up the steps and 
follow the steps around. To 
the side of the path in front 
of you, you’ll see a crane - 
look behind this and you'll 
find a lighter. Take this, then 
cross to the other side, up some steps 
by a hut and then a little way further 
and you’ll come to a 
courtyard. There's a doorway 
on the far right but it can't be 
opened. Instead, simply climb 
up on the boxes and you can 
jump down into the 
courtyard, of what you'll later 
discover is a bar. 

The bar 
courtyard 

In the courtyard you’ll find you can't 
actually enter the bar - you'll need to 
attract someone's attention to get 
them to open the door. 
Looking over by the table 
you'll spot a package, 
suspended by a rope over 
an open trapdoor - and 



Smacking some banisters with a small metal bell, is a sure 
fire way to make your enemies dive in the harbour. 


a pair of scissors on the table. Does a 
plan spring to mind - something along 
the lines of cut rope, package falls, loud 
noise attracts attention? The trouble is, 
it would attract a bit too much 
attention - you'll end up being caught 
and that'll be the end of your fun. 
What you really need is a slower 
method of breaking the rope, an idea 
which the lighter might bring to mind. 
By now you should know that there's a 
suitable object somewhere nearby, so 
look over in the dark corner to the right 
of the yard and you’ll find a candle. It's 
quite hard to find but stand right by 
the wall and you should spot it. 

Now go back over to the rope - set 
the candle on the table under the rope 
and light it with the candle. You'll now 
have time to run across and stand to 
the right of the door, so that when it 
bursts open you'll be hidden. After the 
crate crashes down, Lune the bar 
prostitute comes running out, giving 
you a chance to sneak in the bar. 

In the following animated sequence 
Miette meets up with the One again, 
who tells you that his nephew has been 
kidnapped and taken to Krank's oil rig. 
He knows where he can get a boat to 
row you out there but has no idea how 
to get there. Your task is to find a map 
to show him how to take you there. 



Chuck the chock in the 
lever to bring the 
periscope down. 
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Whop a bit of paint on his nasty eyepiece and Mr Meany 
Cyclops will go for a burton — right into the harbour. 



The harbour 
and docks 

Go left from the start point, past the 
two large doors, left again and then 
round the corner. Straight ahead of you 
is a sailor, busy painting his upturned 
boat. He hasn't got much to tell you 
but he has got a paintbrush - might be 
useful, so wait until he’s on the right of 
the brush, then pick it up. A brush isn’t 
much use without paint, so why not dip 
it in the paint pot while you're there? 
Now go back to the docks and turn 
through the archway. Go on past the 
steps until you 
reach a jetty - 
guarded by a 
cyclops. Use the 
paintbrush to dab 
his nasty eyepiece 
with paint and he'll 
spin around in a 
frenzy and fall into 
the water - two 
down! You can now 
go onto the jetty. 




On the jetty 

You’ll find a man sitting on the jetty, 
passing a few idle moments with a spot 
of fishing. He's not a very friendly chap 
but having a bit of a chat with him is a 
good idea, as he can tell you some 
useful information. First of all though, 
he’ll have a good moan about losing his 
tin - what tin? Why does he want it? 
Wait and see! You'll need to talk to him 
four times to wheedle the tin comment 
out of him though, so persevere. Now 
you’ll need to find him a new tin — so 
off you go. 

The harbour 
and docks 

Go back to the where the sailor is (still) 
painting and go up the stairs. Follow 
the walkway around until you reach 
two window ledges - on one of these 
you’ll find an empty tin. Take it and go 
back to the fisherman with his lovely 
present - he will appreciate it. 


On the jetty 

Give the tin to the fisherman and he’ll 
tell you what he wants it for - 
maggots! He'll also tell you something 
more useful though; apparently the 
tattooist has a copy of a map leading to 
Krank’s oil rig. He once tattooed it on a 
sailor (not the painter though) but he’s 
not going to part with the real thing 
without hard cash - which you haven't 
got. Keep talking though and he tells 
you exactly what to do - apparently 
there's a plank outside the tattooist’s 
shop that, if unscrewed, will swing 
down and smack the poor man on the 
head. Strange but true, so you'd better 
go and find the tattooist's. 
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The harbour 
and docks 

Go back to where the sailor is and go 
back up the stairs. Follow the walkway 
past the window ledges and right 
around the corner, where you'll come 
to a courtyard. 

The tattooist's shop 

It seems to be empty - apart from a 
few boxes and dustbins - but if you 
turn right you'll see the tattooist's 
shop. It’s more like a booth really but 
the plank is there, just as the 
fisherman described it. You 
can see the map on the 
counter in front of you but 
you can't take it and talking 
to the tattooist is no good 
either - he just tries to 
persuade you to have a 
tasteful tattoo done! 

Time for some plank action; 
go up to the red gate on the 
right of the shop and unscrew 
the plank by pressing the 
action button. The plank 
swings down and smacks the man 
straight on the head, knocking him 
right out. You can now grab the map 
and make a leisurely walk for it while 
the tattooist rests his aching head... 

The harbour 
and docks 

If you haven't already explored the 
area, you won’t have met up with the 
One again but he's been waiting 
patiently for you all this time. In the 
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central area of the docks you'll see two 
sets of steps which lead down to the 
pier, where you'll see the One sitting in 
a rowing boat. Go and give him the 
map, he’s pleased but some people are 
never satisfied — he now wants a 
compass as well. 

Before you leave the area, pick up 
the stick which is lying just past the 
One's boat. Now go back along the pier 
and up the steps to the dockside. Walk 
towards the back of this screen, on the 
left hand side and go through the gap. 
Continue on this way, straight through 
the next screen until you arrive at 
Marcello's caravan. 



Marcello's caravan 

If you talk to Marcello you'll learn a bit 
about his past - the circus was his life 
and he hates Pieuvre. He also has a jar 
full of trained fleas, which he tells you 
will kill when they hear music. We don’t 
know quite how Miette finds out that 
Marcello is wearing a compass watch 
but trust us, he is. He's unlikely to give 


it up though, so it's time to be truly 
dastardly and kill him off so you can 
steal it. Use the stick to knock the jar 
over and the lid will fly off, covering 
Marcello with the little biters. Now go 
and stand in front of the organ to the 
left of Marcello and press action to play 
it. The fleas will go into a frenzy and 
bite Marcello to death! 

Whatever you do, don't touch 
Marcello's watch yet - or the fleas will 
bite you to death. Your next problem is 
how to kill the fleas... 


Tattoist's 
shop 

This is pretty obscure 
but if you look behind the dustbins at 
the back of the courtyard, you’ll find an 
atomiser. This contains DDT - obvious, 
really isn’t it? Take the DDT and go back 
to Marcello's. 


The harbour 
and docks 

Go back to where the sailor is and go 
back up the stairs. Follow the walkway 
past the window ledges and right 
around the corner, where you’ll come 
to the tattooist’s courtyard. 


Marcello's shop 

Use the atomiser on the watch to kill 
the fleas (Miette's turned out to be a 
right vicious one!). You can now safely 
take the compass watch. Leave 
Marcello’s caravan. 



The harbour 
and docks 

Go and see the One 
down on the pier and 
give him the compass 
watch. A long cinematic 
sequence will now 
follow, leading to the 
climax of the story... 




Every keen fisherman’s Idea of a decent present — a nice old 
tin to keep his stinky wiggling maggots in. 
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Drinking the 
Mood of the 


innocent 
has never 
really been 
that easy, 
especially 
in these 
offices! So 
here are a 
few tips to 
help you 
along your 
evil path _ 




ou will start the 
game in the tavern of 
Ziegstuhl, where you have 
no choice but to leave - 
and then be instantly 
murdered by a gang of thugs. 

After the cut scene you find yourself 
in the first crypt, where you’ll find the 
Sanctuary spell. This can be used at any 
time to return you to the relative safety 
of your mausoleum. To make your way 
through the crypt, you need to look for 
the lit switches in the floor and on the 
walls. Killing enemies will also open 
some doors. The smaller rocks can be 
pushed by walking into them. Once 
you've found your way out you should 
head south to the second crypt. 

The second crypt is made up of little 
more than a few switches and rocks to 
push - when you find the exit you 
should head north. 

On the path north, you will be 
confronted by your assassins. Hack 
them to pieces and then travel through 
the town of Ziegsturhl, where you 
should search the buildings for power 
ups. Continue on the path north until 
you reach the teleporter that takes you 
to the pillars. At the pillars you'll meet 
Ariel who will basically fill you in on 














Giuioe 



the plot and gfve you 
your first objective - 
to find and kill 
Nupraptor. Use the 
teleporter to the 
west to leave this 
area and you should 
find yourself near 
the first bat beacon. 

Directly in front of 
this you'll get the Bat form, so that you 
can transform into a bat at any time 
and fly to any beacon that you've 
already activated simply by walking up 
close to it. 

The crypt to the east of the bat 
beacon is the Light spell dungeon. As 
with most of the dungeons in the 
game, it provides you with an 
opportunity to try out your new spell. 
Use it whenever necessary to help you 
locate the wall switches that open the 
locked doors in this dungeon and 
whatever you do, don't leave yourself 
in the dark when you're surrounded by 
enemies or spiked balls. 

The first cave you come across out 
in the wilderness is the Wolf form 
dungeon, where you'll need to master 
your new ability very 
quickly if you're going to 
make it to the exit. Use 
the wolf form to jump 
over the spikes on your 
way round the dungeon 
and then to jump onto 
higher ledges once 
you're outside. This form 
can also be used to jump across the 
water to the cave on the north bank. In 
here the locked door is opened by 
activating the two floor 
switches on either side of 
the room. You can then 
exit the cave via the 
teleporter found there. 

From the Wolf form 
dungeon you should head 
north and then west at 
the fork, to find a bat 
beacon and beyond that 
the Flay spirit forge cave. 
Once there you have the 
option to exchange blood 
for extra items. 

On the path between 
the Wolf dungeon and 
Nachtholm, you should 





come across the 
Energy Bolt dungeon. 
Take the right hand 
passage to find the 
Energy bolt spell, 
which can then be 
used to kill the Red 
Liches throughout 
the level. The Energy 
bolt can also be used 
to activate inaccessible switches - in 
the room with three in a row, you need 
to activate the outer two to open the 
locked door. 

Your route to Nachtholm is now 
blocked by rocks but if you transform 
into the wolf, you can jump up the 
cliffs near the cave to find a blood 
fountain. Drinking from this will 
increase your strength, enabling you to 
push the rocks out of the way and cross 
the bridge into Nachtholm. 

North of Nachtholm is another 
blood fountain: drinking from this one 
will give you protection from the rain 
so it's definitely worth a visit. Follow 
the signs for Vasserbunde and you 
should end up in a town called 
Steinchenroe, where you'll find a few 
power ups hidden in the 
buildings. You should 
also talk to the lunatic 
at the north of town, 
who will tell you that 
you need to use a 
disguise in order to talk 
to ordinary people. 

Take the road east to 
activate another landmark, before 
returning to town and heading north. 
To your left you'll notice a secret area 
which you can't enter yet but will be 
able to a little later on. Go 
east to the Gypsy camp and 
search the orange tent to 
find the disguise form. 

Head north next, to 
Vasserbunde and search the 
various buildings for power 
ups. From here you should 
go south west over the 
bridge to find another 
house. The switch in here is 
used to open the gate 
outside, so that you can 
reach the cave to 
Nupraptor's Retreat just 
north of here. Use the wolf 




The flames of hell will 
consume you. Yuck. 



form to jump over the brown water and 
avoid the fireballs. From here on it's 
really just a matter of experimenting 
with the different groups of switches 
until you find the combinations to 
unlock the doors. When you reach the 
room with the big 
brain on the floor, 
there are four puzzle 
rooms which must 
be completed before 
you can proceed 
through the door to 
the north. 

1. North west room 
- Touch all of the 
statues to activate 



A. 


You may kiss my hand. No, no — I definitely did 
not say you may bite my wrist! 


the switches. 

2. North east room - Run past or kill all 
of the zombies. 

3. South west room- Use floor switch 
to activate bridges and then use the 
wolf form to jump over the spikes. 

4. South east room - Hit the switch on 
the wall in the painting and then 

follow the lit path. 

At the end of each section 
there will be a floor tile 
which activates the light 
for the next section - do 
NOT use the light spell in 
this room. After using a 
few more switches and 
teleporters you should 
finally reach your goal - 
Nupraptor's Chamber. 

After you have topped 
this very nasty geezer, fly 
back to Vasserbunde and 
head north towards 
Coorhagen. The first cave 
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When you've found the armour, 
activating it will stop the skeletons 
attacking you. 

The last building in Coorhagen 
eventually leads to the Inspire hate 
dungeon. Just keep flicking switches 
and opening boxes until you're able to 
exit through the door to the north of 
the main room. Once you've collected 
the spell, you should use it to make the 
enemies kill each other, while you 
search for switches and levers to open 
the locked doors. After teleporting out 
of the dungeon you should take the 
south east door to the staircase which 
leads upwards. 

To the north of Coorhagen you' 
find another bat flight beacon and 
marker for Malek's bastion - once 
you've activated these you should use 
the bat form to fly to the bastion. 
Inside you'll see two teleporters, take 
the one on the left and then find floor 
switches to progress. The machines 
you'll come across are making more 
enemies for you to kill but these can 
be turned off with the switches 
found in the same room as the 
machines. From the courtyard 
you can enter the main building. 

Head north here and you' 
eventually find Malek. 


enemies. Unfortunately, you can't use 
any magic while you're holding them. 

Fly to the bat beacon in front of the 
bastion and then head east towards the 
Termogent forest - you'll need to use 
the wolf form to cross over the water 
and ice. The first dungeon you arrive at 
contains the Stun spell which you'll 
need to use to kill enemies on higher 
levels, leave the dungeon via the 
teleporter as before. 

Just west of here, north of Malek's 
bastion, are the Oracle caves. Use the 
overhead map to find your way 
through these caves - glowing red 
areas will show where you should be 
aiming. The best way to get through 
here, is to equip yourself with the 
mace for getting rid of rocks and 
stalagmites, while using the 
energy bolt to kill your enemies - 








otherwise you'll find 
yourself having to go to the 
inventory screen every two 
minutes! Talk to the Oracle 
on your way out of the 
caves before finding the 
Incapacitate spell. The cave 
to the right of here 
contains magic that will 
make you immune to 


snowfall — go get it! 

The Mist form dungeon is inside a 
building south of here - you'll need to 
cut down a tree before you can go in. 
Use the mist form to pass through the 
locked doors until you find the 
teleporter to exit the dungeon. South 
east of here is the landmark for 
Vorador's mansion. 

Use the mist form to cross the water 
to the south and you'll find the swamp 
area. The various buildings here can be 
visited in more or less any order you 
choose but the order we've printed 
them in is the route which we would 
recommend you take. 

The ruins to the south of the 
swamp area contain the Blood gout 
dungeon and as with previous 
dungeons, you'll need to use your 
new spell to progress through to 
the exit. Most of the doors are 
opened by using your new spell 
to kill enemies and victims, 
sometimes those on the other 
side of your obstacles. 
Eventually you'll reach a 
teleporter which is your way 
out of here. 

North of here you'll find 
the Mind control dungeon. 
Almost all of the puzzles in 
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here involve nothing more than using 
this new spell to take control of your 
enemies and then using them to 
activate switches. 

To the extreme north of the swamp 
area is a cave containing the Anti-toxin 
spirit forge - use the mist form to cross 
the swamp and reach it. 
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Just north of the Mind control 
dungeon is the Flame sword dungeon. 
Make your way to the main room and 
then activate all of the red switches to 
make stairs appear. You'll now be able 
to make your way down to the sword at 
the bottom of the room, before leaving 
the dungeon the same way you came. 

Now that you're ready to go to 
Vorador's mansion you can fly there - 
if you activated the landmark earlier. 
Alternatively, make your way east 
across the swamp until you find it. The 
first locked door you come across can 
be opened by taking control of the 
knifethrower and using one of his 
knives to activate the switch on the 
other side of the spiked floor. The 
second locked door, where you'll find 
the chaos armour, is dealt with in much 
the same way, except that the enemy 
under your spell needs to cross some 
spikes and then use a teleporter to find 
the switch. Other floor spikes can be 
crossed by using your mist form whilst 
using the energy bolt to kill the Liches. 
You'll find another locked door at the 
end of a long corridor - mind control 
the woman and move her to the room 
to the west, where she can hit the 
switch for you. Now you'll find the 
Blood shower spell, which can be used 



to kill enemies whose deaths will open 
locked doors for you. The last locked 
door requires you to take control of a 
knifethrower and guide him across the 
spikes to the south, into a room 
containing the switch. When you reach 
the room with the big table you'll be 
treated to a video sequence before 
leaving the mansion. Now go east and 
activate the marker for Dark Eden. 

You can now fly to Dark Eden if you 
choose to but if you continue north on 
foot you'll find a few open caves 
containing power ups. One of 
these is a blood fountain for 
quicker magic recovery, so 
it's definitely worth a look. 

You'll come across some 
areas of impassable lava on 
your way to Dark Eden - 
keep a look out for enemies 
on the other side of the lava 
that you can make activate 
switches for you. In the centre of Dark 
Eden you need to enter the tall building 
with the door, on the south wall. 

Inside the tower 
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Blueboy! Are you gonna 
pay your milk bill or do I 
have to make you? 


teleporter which takes you back to the 
main room. Go through the far right 
door using levers and switches to reach 
the teleporter back to the main room. 
Now go through the door at the top of 
the room. The next room has two doors, 
either of which will take you upstairs to 
activate the lever that unlocks the 
middle door. Go through here and 
follow the path, avoiding the fireballs 
and spikes as you look for switches to 
open more doors. You'll eventually 
come to an intersection which will lead 
you to two dungeons. 

Flesh armour dungeon - After 
collecting the armour, you need to 
slowly work your way through the 
dungeon, killing enemies as you go. 
There aren't any switches in this 
dungeon, so it's just a matter of 
surviving until you reach the teleporter. 

Spirit wrack dungeon - Use the 
energy bolt to kill the enemies in the 
first room. This will open the locked 
door, allowing you to collect the spirit 
wrack and exit via the teleporter. The 



Cackle in a evil, B-movie kind of way as the mortals 
fight their puny battles around you. 


you should take the 
open door on the 
left. After finding 
and activating the 
various levers and 
switches you will 
eventually reach a 
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door in the centre will now be 
unlocked, allowing you to go through 
and fight against Dejoul and Bane. 

Use your shield spell and then ready 
your energy bolts - it should only take 
two of these to kill Dejoul so that you 
can then concentrate on Bane. When 
you're the only one left standing, pick 
up the Insulating cloak, Antler 
headdress and Helmet — you'll now be 
transported to the pillars. 

You'll be told to go to Avernus. Fly 
to Dark Eden and enter the cave just 
east of here. After making your way 
through the cave, you should head east 
to find the Avernus marker. At this 
point you can either fly | 
to Avernus or head 
south on foot to find 
the city. 

The town of Avernus | 
is a bit of labyrinth - 
the way to get through 
it is to systematically j 
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Minions? Pah, I plump 
for do it yourself... 
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My, what a big chopper. Sadly ifs no match for two razor 
sharp canines my armoured friend... 


search all of the buildings until you 
find one with stairs leading downwards. 
These will eventually lead you to 
another part of the town, via a network 
of underground tunnels. The mist form 
will be useful for passing the brown 
water in the tunnels. As you move 
around the city you'll walk along the 
side of a huge cathedral - head south 
at this point to find an open door. 

The inside of the Cathedral is 
another labyrinth, where you should 
put the overhead map to good use. You 
really need to spend a bit of time 
exploring here because the more 
switches you activate, the more doors 
will become available to you. If you 
find a group of switches together, keep 
changing them until you hear a sound 
that lets you know you've completed 
the puzzle. When you reach the top 
centre of the cathedral you'll see three 
doors — you should go through the left 
hand one first. 

You are now in the Soul Reaver 
dungeon where the puzzles basically 
consist of working out which 
teleporters take you where. You'll 
eventually find the Soul 
Reaver, at which point you 
should use the teleporter 
to the south east to take 
you back to the main room 
once more. 

Now go through the 
right hand door to the 
Wraith armour dungeon. 

You'll be attacked from all 
sides here, so it's worth 
having a decent weapon 
and spell at the ready. 

Fight your way through to 


the various switches and doors until 
you reach the depths of Hell. Take the 
wraith armour and use the teleporter 
to exit the dungeon. 

Once you’ve completed the Wraith 
armour dungeon you'll be able to go 
through the middle of the three doors 

- this leads to a room containing the 
Matriarch Azimuth. To kill her you 
should activate the shield spell and 
equip the soul reaver. Avoid her magic 
and demons by running around her in a 
circle and then bring her down with 
one almighty blow. Pick up Azimuth's 
eye and take the north east door to 
find the time streaming device and a 
teleporter. Go outside and head south 

- you’ll now be automatically 
transported to the pillars. 

Your next destination is Willendorf 

- use the bat form to fly to the beacon 
just south of Avernus and then head 
east. On your way you should find a 
beacon with a marker next to it, 
activate these so that you can fly 
straight here later. 

The first open cave on the path 
from Avernus is the Spirit Wrack 
dungeon. Follow the locked doors until 
you find one that's open. In the next 
room you need to mind control the 
enemies and use them to activate the 
switches on the higher levels. The 
locked door will then open and give 
you access to the room containing the 
Spirit Wrack card, although you’ll have 
to use an enemy to pick it up. Use your 
new toy on the white skeleton at the 
top of the room and activate the switch 
there to extend the bridge to the right. 
Cross the bridge and head north, using 
the spirit wrack to take control of your 
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Once you're back 
in the past, head 
north to the Castle of 
William the Just. 
Inside the castle all 
the routes eventually 
lead to the same 
place - a room 
where you'll overhear 
William the Just 
speaking with Moebius. Leave this room 
and head north. The next room has four 
switches which should all be activated, 
except for the one to the right of the 
locked door. Go through the door and 
you should find yourself in a room with 
a map of Nosgoth on the floor. After 
flicking the switch to unlock the next 
door you can take on William the Just. 

Once you've beaten him, you'll find a 
Time streaming device in the room to 
the north which will transport you back 
to the present. Make your way south 
from the castle and go back through 
Stahlberg to the castle of Moebius. 
You’ll need to kill some villagers to reach 
Moebius, who will disappear when you 
attack him. In the next three courtyards 
Moebius will conjure up enemies for you 
to fight before he disappears into the 
next one. In the fourth courtyard you'll 
have to fight an alternate version of 
yourself, which is actually not too 
difficult if you use the shield spell. Now 
kill Moebius and pick up his hour glass, 
leave the castle and you'll automatically 
fly back to the Pillars. 

As you approach the pillars you’ll be 
treated to a sequence where the 
Necromancer kills Mortanius. It’s then 
up to you to defeat the Necromancer 
using your shield spell and flame sword. 
After a few hits he'll vanish and then 
reappear as a large demon. Keep 
moving around the pillars, avoiding its 
attacks and attacking repeatedly until 
it enters the ground. When the 
Necromancer has been destroyed, it’s 
up to you to decide your fate! 


Illl!lllilllllllllllll < l!!l ll/-Tr-il "I S 


_ 


•V " . 


enemies and operate any switches 
which need activating. 

The second open cave on the road to 
Willendorf is a blood fountain for 
increasing strength. After drinking here 
you'll be able to move the large dark 
coloured rocks, so head back north to the 
cave that was blocked by such a rock. 

This cave is the Beguile form 
dungeon. As well as pushing the rock 
out of the way to enter the cave, you'll 
need to push mine carts that are 
blocking your route. After a lot of 
pushing you'll reach the blood fountain. 

Now use the bat form to fly to 
Willendorf and then use the Beguile 
form to enter the castle. In the 
courtyard go through either of the 
open doors and pull the two levers you 
come across as you move through the 
outer wall. Back in the courtyard, the 
northernmost door will now be open 
for you to go and talk to King Ottmar. 

To find the Dollmaker you'll have to 
go through the secret underground 
tunnel to the castle. Mind control both 
of the guards and use them to activate 
their gate levers. Once inside the castle, 
head north to the exit and Stahlberg. To 
the north of the huge statue you should 
come across a fork to the west - follow 
this until you arrive at a locked gate. Use 
the spirit wrack to 'persuade' the guard 
to move the lever, then head north to 
the Dollmaker's castle. 

Once you're inside the 
castle, go through the | 
north west door in the 
main room to reach a 
locked door. I'm sure I 
don't need to tell you this I 
by now, but use the spirit | 
wrack on the enemy to 1 


When you’ve got as much hair on your head as I’ve got on 
my chin, you can call me baldy — and not before. 
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Such cool party tricks 
and no invites. Sad. 


the 


south of the door and 
use him to pull the 
lever. The toys have 
the ability to 
regenerate, but if you 
kill them using the 
Flame sword they'll be 
beyond repair. You'll 
find your way back to 
the main room, where 
you should now go 
through the north 
east door. After a long 'switches and 
doors' session you'll find yourself back 
in the main room again - but the 
middle door will now be open. Use the 
wolf form to jump the barrels and make 
your way to the Dollmaker's chamber. 

With your shield spell activated you 
should start attacking the Dollmaker 
with the soul reaver. After four or five 
hits you'll be able to enter the room to 
the north and pick up the Doll. Leave 
the castle and fly back to Willendorf. 

Deliver the doll to the King, who 
will then assemble his army and attack 
the Nemesis Horde. You'll find yourself 
in the middle of the Battle of the Last 
Stand. Fight your way as far north as 
you can and you'll then be transported 
back in time... 
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TITLE 

NEW 

USED 

TITLE 

NEW 

USED 

3D LEMMINGS 

29.99 

19.99 

OLYMPIC GAMES 

34.99 

24.99 

ACTUA GOLF 

35.99 

29.99 

OLYMPIC SOCCER 

34.99 

19.99 

ACTUA SOCCER 

35.99 

27.99 

ONSIDE SOCCER 

34.99 

29.99 

AIR COMBAT 

36.99 

19.99 

PANDEMONIUM 

35.99 

29.99 

AIV EVOLUTION 

37.99 

29.99 

PANZER GENERAL 

34.99 

27.99 

ALIEN TRILOGY 

35.99 

19.99 

PARODIUS 

34.99 

19.99 

ALONE IN THE DARK 

33.99 

19.99 

PENNY RACERS 

34.99 

27.99 

ANDRETTI RACING 

36.99 

27.99 

PGA‘96 

31.99 

19.99 

AQUANAUTS HOLIDAY 

36.99 

24.99 

PGA ‘97 

34.99 

29.99 

ASSAULT RIGS 

39.99 

19.99 

PHILOSOMA 

37.99 

19.99 

BATMAN FOREVER 

35.99 

27.99 

PO’ED 

36.99 

27.99 

BROKEN SWORD 

34.99 

29.99 

POWER SERVE TENNIS 

19.99 

14.99 

BURNING ROAD 

36.99 

29.99 

POWER SOCCER 

36.99 

24.99 

BUST A MOVE 2 

24.99 

19.99 

PRIMAL RAGE 

35.99 

24.99 

CASPER 

35.99 

27.99 

PRO PINBALL 

34.99 

19.99 

CHEESY 

34.99 

27.99 

PROJECT OVERKILL 

36.99 

29.99 

CHESSMASTER 3D 

34.99 

27.99 

PSYCHIC DETECTIVE 

36.99 

24.99 

CHRONICLES OF THE SWORD 

34.99 

29.99 

RA1DEN PROJECT 

34.99 

19.99 

COMMAND AND CONQUER 

37.99 

39.99 

RAPID RELOAD 

35.99 

14.99 

COOL BOARDERS 

39.99 

29.99 

RAYMAN 

36.99 

24.99 

CRASH BANDICOOT 

39.99 

29.99 

RELOADED 

32.99 

27.99 

CYBER SPEED 

34.99 

14.99 

RESIDENT EVIL 

36.99 

29.99 

CYBERIA 

34.99 

24.99 

RETURN FIRE 

34.99 

29.99 

CYBERSLED 

34.99 

14.99 

REVOLUTION X 

34.99 

14.99 

DARK STALKERS 

35.99 

27.99 

RIDGE RACER 

17.99 

12.99 

DAVIS CUP TENNIS 

34.99 

24.99 

RIDGE RACER REVOLUTION 

29.99 

24.99 

DEFCON 5 

27.99 

24.99 

ROAD RASH 

34.99 

24.99 

DESCENT 

24.99 

14.99 

SAMPRAS ‘97 

33.99 

27.99 

DESTRUCTION DERBY 2 

39.99 

29.99 

SHELLSHOCK 

24.99 

16.99 

DIE HARD TRILOGY 

36.99 

29.99 

SHOCKWAVE ASSAULT 

22.99 

19.99 

DISTRUPTOR 

35.99 

29.99 

SIM CITY 2000 

36.99 

29.99 

DOOM 

29.99 

19.99 

SKELETAL WARRIORS 

36.99 

27.99 

EARTHWORM JIM 

34.99 

27.99 

SLAM & JAM 

30.99 

24.99 

EXTREME GAMES 

34.99 

24.99 

SOVIET STRIKE 

36.99 

29.99 

EXTREME PINBALL 

36.99 

19.99 

SPACE HULK 

35.99 

27.99 

FADE TO BLACK 

35.99 

19.99 

SPOT GOES TO HOLLYWOOD 

28.99 

24.99 

FIFA ‘96 

29.99 

14.99 

STAR GLADIATOR 

36.99 

29.99 

FIFA ‘97 

36.99 

29.99 

STAR FIGHTER 3000 

32.99 

27.99 

FINAL DOOM 

32.99 

29.99 

STREET RACER 

36.99 

29.99 

RRESTORM 

29.99 

9.99 

STREET FIGHTER ALPHA 

32.99 

19.99 

FORMULA ONE 

40.99 

29.99 

STREET FIGHTER ALPHA 2 

35.99 

29.99 

GEX 

29.99 

24.99 

STREET FIGHTER MOVIE 

29.99 

14.99 

GOAL STORM 

34.99 

19.99 

STRIKER 

34.99 

14.99 

HARDCORE 4x4 

31.99 

26.99 

SUPERSONIC RACERS 

17.99 

14.99 

HIGH OCTANE 

29.99 

14.99 

TEKKEN 

17.99 

12.99 

IMRACT RACING 

30.99 

24.99 

TEKKEN2 

39.99 

29.99 

INTERNATIONAL MOTORCROSS 

35.99 

29.99 

TEMPEST X3 

29.99 

24.99 

I.S.S. DELUXE 

33.99 

29.99 

THEME PARK 

34.99 

19.99 

JONNY BAZOOKATONE 

34.99 

19.99 

TILT 

29.99 

24.99 

JUMPING FLASH 

29.99 

19.99 

TIME COMMANDO 

34.99 

27.99 

JUMPING FLASH 2 

36.99 

29.99 

TOMB RAIDER 

35.99 

29.99 

JUPITER STRIKE 

37.99 

19.99 

TOP GUN 

33.99 

27.99 

K1 LEAK THE BLOOD 

29.99 

14.99 

TOSHINDEN 

29.99 

9.99 

KRAZY IVAN 

39.99 

19.99 

TOSHINDEN 2 

35.99 

27.99 

LEGACY OF KAIN 

36.99 

29.99 

TOTAL NBA 

37.99 

27.99 

LOADED 

31.99 

19.99 

TRACK & HELD 

34.99 

27.99 

LOMAX 

35.99 

29.99 

TRUE PINBALL 

29.99 

14.99 

LONE SOUDIER 

34.99 

19.99 

TUNNEL B1 

29.99 

19.99 

MADDEN ‘97 

35.99 

29.99 

TWISTED METAL TOUR 

36.99 

29.99 

MAGIC CARPET 

34.99 

19.99 

VICTORY BOXING 

35.99 

29.99 

MICKEY’S WILD ADVENTURE 

34.99 

24.99 

VIEWPOINT 

19.99 

14.99 

MORTAL KOMBAT 3 

29.99 

14.99 

WARHAMMER 

35.99 

29.99 

MORTAL KOMBAT TRILOGY 
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